





) Primr’s Offkirl Strrtegv Guide 



i 


Dhn Irish 


Primr Grmes 

H Division of Rrndum House, Ine. 

3000 Lrvr Ridge Eddrt 
Rdseville, EOOBEBI 

lOOOJ 133-3000 


WWW.PRIMHGHMES.EDM 


Prima’s Official Strategy Guide 


The Prima Games logo is a registered trademark of Random House, Inc., registered in 
the United States and other countries. Primagames.com is a registered trademark of 
Random House, Inc., registered in the United States. 

© 2003-2004 by Prima Games. All rights reserved. No part of this book may be 
reproduced or transmitted in any form or by any means, electronic or mechanical, 
including photocopying, recording, or by any information storage or retrieval system 
without written permission from Prima Games. Prima Games is a division of Random 
House, Inc. 

Associate Product Manager: Christy Curtis 
Project Editor: Carrie Ponseti 

© 2003, Sierra Entertainment 
© 2003, Relic Entertainment 

All products and characters mentioned in this book are trademarks of their respective companies. 

Please be advised that the ESRB rating icons, "EC", "K-A", "E", "T", "M", "AO" and "RP" are copyrighted 
works and certification marks owned by the Entertainment Digital Software Association and the 
Entertainment Software Rating Board and may only be used with their permission and authority. Under 
no circumstances may the rating icons be self-applied or used in connection with any product that has 
not been rated by the ESRB. For information regarding whether a product has been rated by the ESRB, 
please call the ESRB at 1-800-771-3772 or visit www.esrb.org. For information regarding licensing 
issues, please call the ESA at (212) 223-8936. Please note that ESRB ratings only apply to the content 
of the game itself and does NOT apply to the content of this book. 

Important: 

Prima Games has made every effort to determine that the information contained in this book is 
accurate. However, the publisher makes no warranty, either expressed or implied, as to the accuracy, 
effectiveness, or completeness of the material in this book; nor does the publisher assume liability for 
damages, either incidental or consequential, that may result from using the information in this book. 
The publisher cannot provide information regarding game play, hints and strategies, or problems with 
hardware or software. Questions should be directed to the support numbers provided by the game and 
device manufacturers in their documentation. Some game tricks require precise timing and may require 
repeated attempts before the desired result is achieved. 

ISBN: 0-7615-4281-7 

Library of Congress Catalog Card Number: 2003106669 


HcknawlBdgmBnts 

The author would like to thank Alex Garden, Damon Gauthier, 
Tyler Higgs, Morgan Jaffit, Bart Mazus, Ron Moravek, Josh 
Mosquiera, Duane Pye, Curtis Terry, and Geoff Thomas- 



PRIMA* 


GAMES 





Thble of Contents 

Introduction M 

Chapter 1: HomeUorldB Fundamentals S 

Chapter S: The Hiigaran Fleet Encyclopedia • • 11 

Chapter 3: The Vaygr Fleet Encyclopedia • • • SM 

Chapter M: Using the Fleet 37 

Chapter S: Developing the Fleet— Resource and 

Technology Management Sb 

Chapter b : Advanced Combat Strategies • • • • 73 

Chapter 7: The Siege of Hiigara fl3 

Chapter fi: Single-player Missions S-fi • • • • TS 

Chapter Single-player Missions T-IS • • • HE 

Chapter IQ: Ascension lEfi 

Chapter 11: Multiplayer Strategies 13fi 

Chapter IE: Multiplayer Maps IM'l 

Appendix A: Hiigaran and Vaygr Ship List • • IbE 

Appendix B: Command Keys IbM 

Appendix C: The History of Hiigara Ibb 

Glossary Ifll 

Index IflE 

pr imagames ■ com 


Prima's Official Strategy Guide 


HOrVIEWOnLE^ 





INTRaOUETiaN 


Welcome to Homeworld2, successor to 1999's Came of the Year. It's a daunting task to follow in the footsteps 
of a genre buster like Homeworld, and nothing's been spared in the quest to carry this mantle forward with 
pride. A new, state-of-the-art 3D engine brings your fleet to life in astounding, almost cinematic detail, while 
the new interface makes controlling a three-dimensional fleet more intuitive than ever. 

In the Homeworld mythos, the Hiigarans have always been the noble underdogs. Their story is full of 
tragedy, but it need not be tragic-not if you use this guide effectively. 


Haw TO Use This Bank 

Review Chapters 2 and 3 to familiarize yourself with the Hiigaran and Vaygr orders of battle. In particular, pay 
attention to each ship's strengths and weaknesses. You must learn why it is foolhardy to send an Interceptor 
squadron against Missile Corvettes. Chapter 4 addresses the basics of how to use your fleet for its designed 
purpose. Chapter 5 covers the principles that make any real time strategy (RTS) game a challenge-resourcing 
and technology advancement. Chapter 6 covers the advanced strategies and tactics for skilled players and 
their human opponents. 

The single-player campaign walkthrough (Chapters 7-10) helps you convert your "book" knowledge into 
the hardwired, gut-level instincts of an effective fleet commander. With the benefit of this guide, you'll finish 
the campaign with a visceral understanding of your forces and their capabilities. 

After you've destroyed everything the CPU can throw at you, multiplayer games test your mettle against the 
most dangerous foes of all-other Homeworld fans. Use the advanced multiplayer strategies in Chapter 1 1 to 
maintain your edge. Chapter 12 covers the basic battlefield layouts that ship with the game. 


Next, we'll take a look at the myths behind this saga and who you'll encounter on this tremendous journey. 
Cood luck. 
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CHnPTER h 
UDMEWORLDa 

The Epic Story of the 


In order for you to get a full appreciation of the epic adventure you're about to undertake, a few ancient 
texts have been translated and preserved for you here. This is the story of the exiles of Hiigara. 


The anginal 
HnmBivnrld Saga 

On Kharak, the old Kiith clans believed that 
Sajuuk-"He Whose Hand Shapes What ls"-exiled 
them to the desolate reaches of the galaxy For 
millennia, the exiles struggled for survival, 
unaware of their true origins. Then, amidst the 
sands of Kharak, a single discovery forever 
changed the exiles-an ancient starship, buried in 
the sand. 

Within its ruins lay the Guidestone and the 
promise of Hiigara, home. But this was not the 
only discovery, for the ruins also yielded the secrets 
needed to reverse engineer the Hyperspace 
Module that would take the exiles home. Building 


an exact replica of the containment unit, the exiles 
placed the original core, the nexus that made 
hyperspace possible, within. This simple act sealed 
the exiles' fate in the years to come. 

From the sands of Kharak, the Hiigarans 
returned home aboard the Mothership. Many 
remember the pain and sacrifices of the Return. 
What started out as a voyage of discovery became 
one of desperate survival. From the Inner Rim, the 
Taiidan Empire rose to challenge the exiles. 
Observing a 4,000-year-old edict, the Taiidan 
proceeded to firebomb Kharak-dooming all save 
the 600,000 crew members who volunteered to 
make the journey to Hiigara in cryosleep. 

The journey was long and bitter, but the exiles 
made it home, never forgetting the sacrifices that 
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saw Kharak burn and millions die. In the wake of 
the Return, the Taiidan Empire fractured and 
collapsed. And for the first time in their history, the 
exiles were exiles no longer. 

Many thought their hardships would end 
when they returned to Hiigara, but fate would 
not be so kind. 

The Ereetest SecrifiEB 
afkaranS’jet 

One of the greatest sacrifices during the Return 
was made by the young neuroscientist Karan S'jet. 
She was instrumental in designing many of the key 
systems aboard the Mothership, but she also had 
herself integrated into its data shunt. 

Under the watchful guidance of Karan S'jet-the 
neuroscientist and living core of the Mothership 
that brought her people home-the Hiigarans have 
forged a new empire with colonies stretching 
across the Inner Rim, from the Great Wastelands to 
the Sarum system. 

Although no longer joined to the Mothership, 
Karan's exposure to hyperspace has expanded her 
consciousness and extended her life. At the 
beginning of Homeworld2 she holds vigil, forever 
knowing that her true destiny waits for her. 

Eeneretians Have Passed 

Many prophesied the Return of the Hiigarans. 

Some saw them as saviors, others as harbingers. 
Among their allies were the Bentusi, who 
welcomed the Hiigarans among the Unbound- 
those who had mastered the secret of hyperspace 
travel. It was the Bentusi who helped the 
Hiigarans return home from the sands of Kharak. 

Now, ancient by mortal standards, Karan is one 
of the Unbound-her body and consciousness 
sustained by the hyperspace core that powered the 
Mothership. Her exposure to the void has 


expanded her consciousness and prolonged her 
life. However, this gift comes with a heavy price for 
Karan-that of seeing her people suffer once again. 



the coming of the tEnch, 
when the T" nnity is once more 
T^he Sajuuh-%haTy chosen of Sajuuh the Qreat 
Maher, wiff return: 

Trom the east, the Vsurpers wiff rise, 

Trom the void, the Tirst Ones wiff vanish, 
^ncffrom the west, the exifes wiff face their 
aarhest hour... 

-Book VII, the Return of Sajuuk 

The Oust Wars and 
the Rise af the Vat/ar 

With the collapse of the Galactic Gounsel came the 
Dust Wars. What started out as small border 
clashes soon turned to open warfare. Without 
warning, the Vaygr invaded the Inner Rim. At first, 
they attacked in small raiding parties composed 
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mainly of Taiidani rebels. But soon, it became 
obvious that the raids were only the beginning of 
a larger campaign. Within months of the first raids, 
sightings of new ships were reported along the 
Inner Rim. No longer were they merely disrupting 
shipping and adding to the chaos of the Dust 
Wars. In time, the Vaygr incursions intensified into 
all-out invasion. One by one, star systems fell to 
the Vaygr, and in their wake, devastation and 
destruction followed. 

Initially, the Hiigarans refused to interfere. 
Hiigara was content to ignore the troubles of the 
Inner Rim. It was Karan who first sensed the true 
threat of the Vaygr. As their attacks intensified, it 
became clear they were not simple invaders like 
the Tobar or Turanic Raiders. The Vaygr were 
different-they possessed a Far Jumper, and their 
eyes were set on Hiigara. What Karan feared the 
most was now reality-the coming of the End Time. 

Makaan 

Homeworld2 is the story of the End Time. This is 
because the Third Core has been found. 

Under the dark influence of this core, the 
Taiidan have risen under a new leader, a Vaygr 
warrior-lord named Makaan. Although he has built 
upon the remnants of the Taiidan, Makaan has 


forged a new identity for himself and his followers. 
He calls himself the Sajuuk-Khar, the chosen one. 
He is to bring peace to the galaxy under the rule 
of a single voice, using a power never witnessed in 
our time. Many systems have already fallen under 
his shadow, and now his eyes are set upon Hiigara. 



This is the evil that you must now face. The 
destiny of the Hiigarans rests in your hands. 


The FriemlHhip of a Sabani 

A key ally in the fight against the Vaygr comes in 
the form of a Sobani, who joined the Hiigaran 
navy as captain of an Assault Frigate battle group. 
He's instrumental in your fight against the Vaygr, 
proving his loyalty to the Hiigarans despite the 
overwhelming odds. Captain Soban is a valiant 
and admirable officer, one you're sure to be 
pleased to have on your side. 
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Mhjor Improi/ements 
rverUume^urlu 

Even if you've never played Homeworld, this section 
is still important because there are a few 
improvements that should be familiar to any 
gamer, especially RTS fans. 

If you've played Homeworld, you'll be a bit 
ahead of the curve, but take note of the critical 
improvements in Homeworld2 that may look 
unfamiliar to you. For the full details behind how to 
use these features, refer to Chapters 4, 5, and 6. 

But for now, let's quickly review these upgrades to 
avoid confusion. 



StreamlinBil Movement 

Players no longer need to rely on the Movement 
Manager to move their ships. Using context- 
sensitive commands by right-clicking allows you to 
easily move ships to the intended destination. Just 
point and click. For more on this see Chapter 4. 

Eontext-Sensitive 

Eammamts 

Units default to the most appropriate action, 
based on a specific set of circumstances and 
dependent upon what the player clicks. When 
clicking on asteroids. Resource Collectors default 
to using the "Harvest" command. For more on this 
see Chapter 4. 


Right-EliEk Menu 

All available commands are accessible through a 
I shift I right-click menu. For more on this see 
Chapter 4. 
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ImprovBil Unit Rt 

The basic unit Al is greatly improved here. For 
example, when a unit destroys its target, it 
automatically searches the local area for the next 
target and begins another attack. For more on this 
see Chapter 6. 

Enhanced U! Elements 

Enhancements to the Sensors Manager (like the 
ability to issue orders) and new features like 
Objective Selector Discs make it easier for the 
player to interface with the game. You never have 
to leave the game to build more ships as you did 
in Homeworld. Just press ^ to access the Build 
menu. Keep pressing it to cycle through the 
available ships you can build. 



Press 0 to access the Research menu and 
select the technology that you want to research. 
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For the Launch Manager, press \T], then select 
the ships that you want to launch. Auto launch is 
set to "ON" by default. 



We discuss all the relevant details to these 
menus in Chapters 4, 5, and 6. 

Camera Improvements 

Default camera angles and panning make it easier 
to use the game's camera. Just move the cursor to 
the screen's edge to move the camera in that 
direction. Moving the cursor to the top of the 
screen moves the camera forward, and, conversely, 
moving the cursor to the bottom of the screen 
moves the camera backward. Play the game's 
tutorial to learn how to use the camera. On the 
main menu, click on "Tutorial." 

Resourcing 

Space is filled with mineral-rich asteroids, and all 
space-faring civilizations can harvest these 
minerals to build what they require. Harvesting 
these asteroids with Resource Collectors is the 
principal way to earn Resource Units (RUs). 



Ship Building 

All of your ships are built at Production Facilities 
aboard Capital Vessels or Shipyards. There are 
unique Production Facilities for each hull class 
(Fighters, Corvettes, Frigates, and Capital Ships). 
Note that a Capital Ship must first have the 
Production Facility for a given hull class before it 
can begin building vessels in that class. Each 
Capital Ship has a limit on the number of 
Production Facilities it can support. Choose wisely. 
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Battlecruisers 
are almost a hull 
class unto 
themselues. They are so large that they 
can be built only at a Shipyard. 


NOTE 


In addition to having the requisite facilities, 
some vessel types require research and support 
modules before they can be produced. 

Subsystems 

Many of a Capital Ship's upgrades and capabilities 
are linked to a particular subsystem mounted on 
hardpoints on the ship's hull. In addition, Capital 
Ships have "integral subsystems," such as engines 
or weapons turrets. All of these subsystems can be 
targeted by an opponent. If an opponent destroys 
a subsystem, the target ship loses the subsystem's 
abilities. Subsystems play a critical role in 
developing a winning strategy, so if you are to 
achieve victory, you must completely understand 
how they work. Refer to Chapter 5 for more infor- 
mation on how they work. 



R Corner's Fighter Focilitg 


||^ g— Integral 

P subsystems such 

as engines or 
lueapons are automatically repaired if 
they are destroyed. 


Eettine Sthhteu: 

The SuiEk Sturt 

If you want to jump right into the game and learn 
about the rest of these details later, play the 
tutorial first and then jump into the first mission in 
Homeworld2. However, if you want to start a 
multiplayer game against a computer opponent, 
here are the basic strategies to fend off the 
enemies. 

- Build more Resource Collectors. If you 

only heue four or fiue, build at least 
tujo more, then build a Mobile Refinery. 
Queue up these units by pressing 
and then clicking on the Resource 
Collector icon on the Build menu. 

- Immediately after this, select your 

existing resourcers parked outside 
your Mothership by double-clicking on 
one of them. Then press to get them 
haruestmg. 

- Rfter you'ue built at least one Resource 

Collector, start building a Fighter 
Facility on your Carrier. To do this, 
select the Carrier, then press ^ and 
click on the Fighter icon. 

- Dnce the Fighter Facility subsystem is 

built, click on the Interceptor icon at 
the top of the list. Soon, seueral 
Interceptors appear from the bom of 
the Carrier. Select them to begin an 
attack. 

- Repeat these basic steps to unlock nem 

ship unit types, like Coruettes and 
Frigates. 

- Rboue all, neuer stop resourcing. This is 

essential to a mmnmg game. 

Eonelusion 

Now that you've learned a bit of the game's 
background and the basics of what it takes to get 
started, turn to the next two chapters to 
understand the intricacies behind each unit and 
ship type. 


lO 
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CHHPTER 3: THE HHOHRHN 
FLEET ENEYELaPERIR 

The Hiiehhhn Ohdeh he Bhttle 

Hiigaran combat doctrine has been highly refined during the centuries-long Dust Wars, where ferocious 
battles of attrition occurred throughout the galaxy. To prevail in this environment, the Hiigarans developed 
excellent defensive operations, along with the ability to quickly project power at a distance. This approach 
gives the Hiigarans a high degree of survivability and permits them to rapidly exploit tactical weaknesses 
wherever they are found. Superior Elint capabilities ensure that tactical advantages can be identified 
throughout a theater of operations. 

Typical Hiigaran ORBAT reveals a force composition geared toward classic combined-arms formations. 
Fighters provide an outer defensive cloud around an inner defensive layer of Corvettes, while Capital Ships 
form the strike-group core. Support ships ensure that a high level of operational readiness can be 
maintained among the escort tier. 

Although Hiigaran ships are slower than comparable hull types, all Hiigaran Capital-class vessels can 
perform tactical hyperspace jumps. This capability allows them to reach distant battlegrounds in formation, 
where their strong defensive capabilities can counteract an opponent's faster hull speed. 


SUik^Uifii 

The smallest hull type, this ship class includes 
Scouts, Fighters, and Attack Bombers. While these 
ships are highly maneuverable, their weaponry is 
restricted to fixed-position, kinetic munitions with 


limited armor penetration. Due to the partial- 
coverage arcs of these weapons, Strikecraft are 
deployed in squadrons to provide mutual 
supporting fire. 


Scout 





Role: Recon/Harner > 

lUeaponry: lx Kinetic Hutogun in 
fixed-gimbal mount 
Firepoiuer: Uerp light 
Couerage: Fonuard 
Hrmor: None 

Max. Uelocitp: HBD meters/second 
Maneuuerabilitp: Uerp high 



Scouts are little more than a powerful engine strapped to 
the smallest cockpit in the fleet. Besides being excellent 
intelligence platforms. Scouts are often used to harass 
noncombat vessels, though this should be viewed as more of 
a psy-op role rather than an effective way of punching holes 
in hulls. The Scout chassis can be upgraded to house a 
directed Electromagnetic Pulse weapon that, in sufficient 
numbers, can temporarily disable an enemy ship. 

Strengths 

- Hre cheap, reusable pnmarp recon platrorm. 

- Can outrun anp enemp combat hull. 

- Nuisance attacks on noncombat hulls can 

distract enemp command centers. 

Weaknesses 

- Thin armor makes Scouts a one-shot kill Tor 

manp meapons. 

- lUeaponrp is short range and of limited pomer. 
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Intgrcgptor 




Role: Fighter killer/escort \ 
lUeaponr^: lx rapid-Tire Kinetic 
Hutogun m Tixed-gimbal mount 
Firepoiuer: Light 
Couerage: Foriuard 
Hrmor: None 

Max. Uelocitp: 3B5 meters/second 
Maneuuerabilitp: High 



Role: Rnti-Capital Ship \ 

llJeaponrp: Bx Bomb Launcher, 
Firepoiuer: Heaup 
Couerage: Foriuard 
Hrmor: None 

Max. Uelocitp: BED meters/second 
Maneuuerabilitp: High 


The Interceptor is the smallest hull type that features 
offensive strike capabilities. Speed and maneuverability are 
maximized; thin armor plating covers only critical systems. 
The Interceptor is especially feared by noncombat vessels, 
other strike craft, and resource operations. 

Strengths 

- Tightip trained squadrons automaticallp attack 

best auailable target. 

- Speed and maneuuerabilitp enable strong 

orrense capabilities us. other Tighter classes. 

Weaknesses 

- Lacks Tirepoujer to aTTect larger hull tppes. 

- Dptimal use is as a supporting attack unit— not 

a pnmarp attack uehicle. 


Bombers are small, fast ships packing heavy, slow munitions. 
Bomber formations are best ranged against the largest ships 
of the line. Bombers release their fusion bombs some 
distance from their prey, relying on momentum to carry the 
load home. This tactic enables Bombers to avoid counterfire 
but also permits more agile targets to perform evasive 
maneuvers. 

Strengths 

- Cheapest platform capable oT destroping 

Capital Ships. 

- Fusion bombs can be upgraded ujith 

designator/tracking unit. 

- Hgile enough to auoid Tire From Capital Ships and 

Battlecruisers. 

Weaknesses 

- Slouj rate oT Tire [RDF]— munitions can be euaded 

bp manp ship tppes. 

- Uulnerable to Fighters. 


Use Bombers to disable enemp Capital Ships' subspstems. Thep can 
easilp hone in on uulnerable subspstems like engines or Fighter 
facilities, disabling an otheriuise useful Capital Ship in short order, 
luithout the time or risk of destroping it completelp. 
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With a dedicated gunnery crew and sweeping turrets, Corvettes can put a withering sustained fire on target. Their 
augmented reactor mass makes them only slightly less agile than Strikecraft while packing a much larger punch. 


Gunship 



Role: Fighter killer ^ 

lUeaponry: Tiuin "Uulcan" Kinetic 
Hutogun turret 
Firepoiuer: Light 
Couerage: Medium 
Hrmor: Light 

Max. Uelocitp: E15 meters/second 
Maneuuerabilitp: Medium high 


Pulsar Gunship 


Role: Coruette/Capital Ship killeN 
lUeaponrp: lx Pulsar turret 
Firepoiuer: Medium 
Couerage: Full 
Hrmor: Light 

Max. Uelocitp: E15 meters/second 
Maneuuerabilitp: Medium high 


The bane of Fighter squadrons, Gunships are agile enough 
to quickly get within range of their quarry. Then, dual turret- 
mounted, hypervelocity Autoguns sweep from target to 
target with devastating speed and accuracy. 


Strengths 

- Turret-mounted ujeepons track quickip 

From target to target. 

- Deadip against all tppe of enemp Strikecraft. 

- Use in generous numbers to improue 

errectiueness. 


Weaknesses 

- Lacks the punch to engage anything heauier than 
a Coruette. 



Designed from the skids up as multipurpose vessels. Pulsar 
Gunships pack enough firepower to take on Gapital Ships, 
combined with the speed to hunt down Gorvette-class hulls. 

The Pulsar Gunship utilizes a shortwave Ion Beam 
cannon, dubbed the "Pulsar" by Hiigaran scientists, as its 
main weapon. What it lacks in power it makes up in size, 
rate of fire, and coverage. Mounted on the Gunship chassis, 
the pulsar turret has 360 degrees of coverage, allowing it to 
target Gorvettes effectively. The Pulsar is also powerful 
enough to punch through Frigate armor. 


Strengths 

- Possesses the speed to engage and pursue Coruette- 

class ships. 

- Has sufficient firepoiuer to engage Capital Ships. 

- Multirole design prouides tasking flexibility. 


Weaknesses 

- Though it performs seueral tasks luell, single- 
purpose uessels can outclass it in any 
particular role. 


% 


\ 
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Minelayer 



This utility Corvette has a seemingly unlimited payload of 
shaped-charge mines for creating static defenses. It also 
functions in a mine-detecting and clearing role when 
encountering enemy mines. 

Strengths 

- R dense minefield cen effectiuel^ den^ 

opponents sccess to s limited sres [such ss s 
rich resource zone]— st lesst until thep'ue 
clesred the mines. Mines sutomsticsilp suoid 
friendlp ships, prouided thst their ship desig- 
nstion bescons ere operstiue. 


Role: Battlefield preparation \ 
lUeaponrp: lx Kinetic Hutogun, 
lx Burst Mine Deplopment Spstem 
Firepoiuer: Uerp light 
Couerage: Fonuard 
Hrmor: Light 

Max. Uelocitp: B15 meters/second 
Maneuuerabilitp: Medium high 


Weaknesses 

- Mines decep ouer time, so minefields need to be 
maintained to be effectiue. 


The smallest hull class to feature crew reserves and sophisticated fire-control systems, Frigates often make 
up the bulk of a fleet. Increased hull size provides more survivability than Strikecraft- or Corvette-class hulls, 
which often explode just a moment after calling for repairs. 


Ion Cannon Frigate 



Although it takes some time for this Frigate to charge 
weapons and bring them to bear, the firepower delivered 
outweighs any Directed Energy Weapon (DEW) in this class. 
There are few things an admiral might find more disturbing 
than a battery of Ion Cannons lining up against a Capital 
Ship formation. 

Strengths 

- Massiue energp discharge is extremelp potent 
against large Capital Ships. 


Role: Hnti-Capital Ship ^ 

lUeaponrp: lx Ion Cannon 
Firepoiuer: Medium 
Couerage: Medium 
Hrmor: Medium 

Max. Uelocitp: 150 meters/second 
Maneuuerabilitp: Medium 


Weaknesses 

- Louj maneuuerabilitp requires a strong escort; 
these uessels are unable to engage Strikecraft 
ujith anp effect. 
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Torpedo Frigate 



Role: Coruette/Capital Ship Killer^ 
lUeaponrp: Ex Torpedo Launcher 
Firepoiuer: Heaup 
Couerage: High 
Hrmor: Medium 

Max. Uelocitp: 16D meters/second 
Maneuuerabiliip: Medium 



This multi-purpose Frigate is a devastating ly effective 
addition to any strike group hunting Capital-class ships. It 
fires two medium-range homing torpedoes that can be 
outfitted as either the standard Corvette-killing cluster 
torpedo or the more powerful Capital Ship torpedo. Only a 
few need make it through an enemy's layered defenses to 
have a devastating effect on Capital formations. 

Strengths 

- lilhen used as a standoTr uieapan, this ship can 

engage the enemp mell out oT the range oT 
counterrire. 

- Can be upgraded to Tire Capital Ship Torpedoes 

Weaknesses 

- Louj Rate oT Fire. 



The typical ship-of-the-line used as a picket ship in defensive 
operations and the workhorse of any assault. The Hiigaran 
Flak Frigate combines adequate speed, armor, and firepower 
to deal with almost any situation. Alone, the Flak Frigate is 
vulnerable to Fighters and other Frigates. In a Squadron or 
Strike Force, it is more than a match for Corvettes, Fighters, 
and even heavier Capital Ships. 


Strengths 

- High RDF and high-speed meaponrp mith burst- 
errect munitions decimate Strikecraft 
Formations. 


Role: Rnti-Fighter ^ 

lUeaponrp: Ex Kinetic Burst 
Cannon [top mounted and 
bottom mounted] 

Firepoiuer: Light 
Couerage: Full 
Hrmor: Medium 

Max. Uelocitp: 16D meters/second 
Maneuuerabilitp: Medium 


Weaknesses 

- Flak bursts lack the poiuer to penetrate the 
armor oF larger hull classes. 
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Marine Frigate 




Originally a modified cargo transport, the Marine Frigate 
has evolved into a fast, highly armored delivery vehicle used 
to insert Hiigaran Marines into hostile ships. The Marines 
are highly trained in raiding, disabling, and gaining control 
of enemy vessels. Given enough time, they can gain control 
of Mothership-class assets, giving Hiigaran Navy enemies a 
very nasty surprise. 

Strengths 

- Can take control oT the largest Capital Ships, 

including Mothership-class uessels. 

Weaknesses 

- Limited armament and limited derenses that 

ujon't last long unthout support/diuersionarp 
tactics. 




The Hiigaran Navy has withstood incredible odds on many 
occasions thanks to this Frigate. Generating an intense 
localized magnetic field, the Defense Field Frigate is able to 
turn away most weapon fire from ships within its protective 
sphere. The power signature of this field is so high that it 
can only be used for short periods of time. Learning when 
and where to use this technology is the key. 

Strengths 

- Can signiTicantlp decrease the amount of damage 

a Capital Ship formation takes, mhich can tip 
the balance in an othenuise euenip matched 
battle. 

Weaknesses 

- Expensiue, and the field takes a significant 

amount of time to recharge, so multiple ships 
are required to maintain a constant field. 


16 


primagamGs ■ com 




Ch. B: Th€ Hiigaran Fl€€t Encyclopedia 


f efpUeft Ship^ 

This hull class contains the largest ships of the line-ships designed to project power and provide grid 
dominance. Hiigaran Capital Ships are intended to form the heart of a strike force, with protective screens 
of Interceptors and Corvettes. On their own, Capital Ships' expensive hulls are vulnerable to Strikecraft. 

Subsystems on Capital Ships f^ll behind in production, researching, or 

All Capital Ships have subsystems. Some, like the movement. Subsystems are described in detail in 
Destroyer, have only innate engine subsystems. Chapter Five. 

Others, like the Carrier Mothership, have both 
innate and buildable subsystems (like hyperspace, 
research, cloak generators, and ship-building 
facilities). These subsystems provide for flexibility in 
how you customize your fleet's abilities, but they 
also expose a weakness to your enemy. The 
destruction of a subsystem can cause your fleet to 


top 


UJatch out for bombers 
that attack a 
subsystem luith 


improued bombs. Thep can disable a huge 
asset of pour fleet m onlp a feiu shots. 


D6STROY6R 



Role: Rnti-Fngate \ 

llJeaponrp: Bx Torpedo Launcher, Hx 
Kinetic HutoBurst Cannon turrets 
[front, rear, top, bottom] 
Firepoiuer: Heaup 
Couerage: Full 
Hrmor: Heaup 

Max. Uelocitp: 115 meters/second 
Maneuuerabilitp: Medium loiu 



Sleek, deadly, and designed to take a beating, the Hiigaran 
Destroyer is in every sense a heavy-hitter. Turning broadside 
to its target, the Destroyer unleashes its four heavy cannons 
and twin Capital Ship torpedo launchers in a withering 
attack few ships can withstand for long. 


Strengths 

- High couerage, high RDF. 


Weaknesses 

- Slouj 

- Uulnerable to Bombers. 
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BATTLECRUISeR 


Role: Grid dominance ^ 

lUeaponry: Ex Heaup Ion Beam 
Turret, Hx Heaup "Rrbiter" 
Cannon, Hx Pulsar Beam Turrets 
Firepoiuer: Heaup 
Couerage: Full 
Hrmor: Heaup 

Max. Uelocitp: 69 meters/second 
Maneuuerabilitp: Loiu 


Weaknesses 

- Expensiue, relatiuelp slam to moue into position. 

- Bombers can make short ujork of Battlecruiser 

engines and lueapon subspstems \T not properip 
supported. 


The largest combat ship in the Hiigaran Navy. Heavy Ion 
Beam turrets and Arbiter Cannons lay waste to Capital Ships 
at long range. A strike craft bay and a complement of four 
Pulsar Turrets enable the Battlecruiser to engage strike 
groups intent on disabling engines, weapons, or ability 
subsystems. With proper Frigate and Corvette support, the 
Battlecruiser is the heavy-hitter of many fleet engagements. 

Strengths 

- Heaup ujeapons haua a ranga graatar than that 
of soma othar ships' sansors. 



The Hiigaran Carrier is perhaps the most versatile ship in 
the fleet. Properly outfitted, the Carrier can build and repair 
Fighters, Corvettes, Frigates, and Resource-class ships. It can 
store 10 strike-craft squadrons and is very effective as a 
mobile resource drop-off point. It features two ability 
subsystem slots that can be used for whatever purposes 
Fleet Command sees fit. 

Strengths 

- Carnars bring production racilitias closa to tha 

scana of battia, dacraasing rasponsa tima. 

Weaknesses 

- Essantiallp a larga Floating Factorp, a Carriar is 

ralatiualp daFansalass on its omn. 
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A production ship so massive it cannot be built by the 
Mothership, the Hiigaran Shipyard is a slow-moving 
behemoth capable of building any ship in the Hiigaran 
fleet. It must be constructed in large orbital facilities and 
then hyperspaced to the front. With its massive foundries, 
the Shipyard is the only facility capable of building 
Battlecruisers. 


Strengths 

- Hllaujs ^ou to build Battlecruisers, and frees up 
production or research subsystem slots on 
other build facilities and Capital Ships. 


Weaknesses 
- Expensiue, effectiuelp 
to Bombers. 


immobile, and uulnerable 



The Pride ofHiigara is the largest Mothership vessel ever 
built by the Hiigarans. It can produce and build nearly all 
ships in the Hiigaran Navy and has ample slots available for 
the numerous ability subsystems available to the fleet. 

Strengths 

- Relatiuelp mobile production facilitp. 
Weaknesses 

- Subspstems uulnerable to Bombers. 

- Uulnerable to Battlecruisers and Frigates. 
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The Pride of Hiigara 


- 1 


it 


\ 



The Pride of Hiigoro is a neiu Mothership, 
one that mas built at the secret naual 
base m the Tams Derelict. The old 
Mothership— the one that carried the 
exiles from Hiigara— remained m orbit 
around Hiigara for manp pears after the 
return of the exiles. Shomn here in its 



berth at Tams, the Pride of Hiigoro is 
outfitted mith the latest technologp and 
some experimental spstems. RIthough the 
Mothership is not pet complete, our 
storp begins mith its emergencp launch 
mhen Tams' location is compromised. The 
Tams Derelict, a part of the ancient and 
enormous Progenitor Empire, prouided a 
natural berth for the nem Mothership's 
secret construction. 

The Pride of Hiigoro mas designed bp 
Karan S'Jet during the uopage from 
Kharak to Hiigara. In essence, the 
Mothership became her bodp, and she 
immediatelp perceiued inefficiencies, 
design flams, and other shortcomings of 
the original design. Thus, she began mork 
on a nem design for a future Mothership 
during that trek across the galaxp. 


Hontombifi 




A one-shot device, the Probe can be deployed to any 
position on the map with its fast, single-burn engine. Once 
positioned, it provides sensor data on all enemy ships within 
a 50- to 60-kilometer radius-depending upon the electro- 
magnetic field, dust cloud, or other debris in the area. Once 


positioned, it cannot be moved again. 


EO 
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Role: Counterintelligence 
lUeaponrp: None 
Firepoiuer: N/R 
Couerage: N/H 
Hrmor: None 

Max. Uelocitp: 6DD meters/second 
Maneuuerabilitp: None 

\ 


Like the Probe, this can be positioned to any location on the 
map with its single-burn engine. In place, the Distortion Probe 
emits spurious signals, effectively disrupting enemy sensors 
within its radius. Fleet activity can be masked by the use of 
this probe, but once positioned, it can't be moved again. 



This reveals any cloaked ships within the sensor's radius. It 
has a single-burn engine. 


Proximity Sensor 


Role: Countercounterintelligence 

lUeaponry: None 

Firepoiuer: N/H 

Couerage: N/R 

Hrmor: None 

Max. Uelocitp: 6DD meters/second 
Maneuuerabilitp: None 
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Role: Haruesiing/repair 
lUeaponrp: None 
Firepoiuer: N/R 
Couerage: N/H 
Hrmor: Medium 

Max. Uelocitp: E75 meters/second 
Maneuuerabilitp: High 


The Hiigaran Resource Collector is a vessel roughly the size 
of a Corvette. It has arms to grab various types of materials 
that can be turned into RUs when dropped off at a refinery 
station. When upgraded, the Collector can perform repairs 


^^HarVIEVA/QRL^ 


^3 


RGSOURCG COLLGCTOR 


on Frigate and Capital-class ships and is therefore an 


essential part of any combat fleet. 


Mobilg Rgfingry 



Role: Haruesting/repair 
lUeaponrp: Hull Derense 
Firepoiuer: Light 
Couerage: Loiu 
Hrmor: Medium 

Max. Uelocitp: BE5 meters/second 
Maneuuerabilitp: Medium 


Able to dock two Resource Collectors at once, a Mobile 
Refinery speeds up harvesting operations. Since you'd 
regularly need a Capital Ship around to service the Resource 
Collectors, also think of Mobile Refineries as a way of freeing 
up those vessels to move away from the harvesting ops. 
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Plsfiisunto 

Gun Platforms are a cheap, effective way of adding strength to location defense, such as near rich 
resource zones. 




The Gun Platform carries the same weaponry as the Gunship 
but at less than half the cost and two-thirds the build time. 
A single-burn engine puts the package on point. 


Strengths 

- Same meapans and sensors as the Gunship at 
half the price. 


Weaknesses 

- Dutranged bp larger uessels, it can be 
destroped mith impunitp. 


Role: Rnti-Fighter location \ 
deTense 

lUeaponrp: Tiuin "Uulcan" Kinetic 
Hutogun turrets 
Firepoiuer: Light 
Couerage: Medium 
Hrmor: Light 

Max. Uelocitp: BDD meters/second 
Maneuuerabilitp: None 



Role: Rnti-Capital, anti-Fngate, \ 
location defense 

lUeaponrp: Tiuin Ion Cannon turret 
Firepoiuer: Medium 
Couerage: Medium 
Hrmor: Light 

Max. Uelocitp: EDD meters/second 
Maneuuerabilitp: None 



A more advanced version of the Gun Platform, the Ion Beam 


Platform unleashes four high-energy ion beams at any 
Frigate or Gapital Ship within range. Once deployed, it 
cannot be moved again. 


Strengths 

- Paujerful mn beams lueapans spstems are a 
strong deterrent to enemp Frigates and Capital 
Ships. 


Weaknesses 

- Dutranged bp larger uessels, it can be 
destroped mith impunitp. 






I 
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CHHPTER 3:,THE VHVER 
FLEET ENEVELRPEam 


Tre Vrver Order of Brttle 

The Vaygr fleet is designed to quickly develop local supremacy by outgunning hostile vessels from the first 
moment of contact, before an opponent's superior flexibility can become a factor. 

Unlike the Hiigaran, the Vaygr have Strikecraft-class vessels that are more than able to take on enemy 
Corvettes. Likewise, their Heavy Missile Frigate is a low-tech platform, available without any supporting 
research, but it can be deadly against the largest enemy Capital Ships. 

A hardwired approach is deeply rooted in Vaygr combat doctrine. Vaygr ship designs are generally more 
limited than their opponents'. Carriers, for instance, can develop only one Production Facility, restricting 
their ability to adapt to battlefield conditions. On the other hand. Carriers are cheap to produce. Similarly, 
Strikecraft feature relatively unsophisticated fire-control abilities. Therefore, the Vaygr commander sends 
along a single-purpose Command Corvette to improve firing accuracy. 

It's been often suggested that Vaygr Fleet Command would do well to increase its flexibility. But, as a 
Vaygr warlord once said, "Perhaps we are too busy winning battles to learn how to change our ways." 


Consisting of Scouts, Bombers, Assault Craft, and Lance Fighters, these ships are comparable to their Hiigaran 
counterparts-with one exception. The Vaygr Lance Fighter is peerless in its role as an Anti-Frigate Strikecraft. 

Due to the partial-coverage arcs of their fixed-mount weaponry, Strikecraft are deployed in squadrons to 
provide mutual supporting fire. 


Scout 



Built for high-speed, flyby recon missions, the Vaygr Scout 
can outrun anything it might come up against. It achieves 
this goal by sacrificing every other feature. It is poorly armed 
and has surprisingly low maneuverability for such a tiny hull. 

Strengths 

- Fastest ship m the Uapgr Fleet. 

Weaknesses 

- No armor and ineTrectiue ujeaponrp. 


Role: Reconnaissance and \ 

scouting 
lUeaponrp: none 
Firepoiuer: lx Light “Uhpnni" 
Cannon: Hnti-Scout 
Couerage: N/R 
Hrmor: None 

Max. Uelocitp: HED meters/second 
Maneuuerabilitp: High 
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Designed for a tactical supremacy role, the Assault Craft is 
best pitted against other Strikecraft-especially Bombers. In 
a support role, it's effective against Capital Ship subsystems. 
It may also be used to conduct raids against resourcing 
operations. 

Strengths 

- High speed lends itself to s rspid-response role. 



lUeaponrp: lx Rapid-Fire Kinetic. 
Firepoiuer: Light 
Couerage: Fonuard 
Hrmor: None 

Max. Uelocitp: 3B5 meters/second 
Maneuuerabilitp: High 


Weaknesses 

- Lacks the rirepamer to be efrectiue against 
Capital Ships. 



A deadly combination of maneuverability and destructive 
firepower, the Bomber is nimble enough to evade fire from 
most Frigates and class ships, and powerful enough to pose 
them a serious threat. Their twin fusion bomb launchers 
release highly volatile bottled plasma that burns through 
hull plating, ignites munition stores, and overloads 
computer systems. No ship can last long without significant 
support. 


Strengths 

- Poujerrul ujeapons on a cheap hull. 


Role: Rnti-Capital Ship Fighter 
Squadron 

lUeaponrp: Ex Plasma Bomb 
Launcher 

Firepoiuer: Medium 
Couerage: Foriuard 
Hrmor: None 

Max. Uelocitp: BED meters/second 
Maneuuerabilitp: Medium 


Weaknesses 

- Derensiue uulnerabilities all but require local 
tactical supremacy before this uessel can be 
deployed. 
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Lance Fighter 


A heavily modified assault chassis allows for the long 
barreled lance beam weapon system relied upon by Vaygr 
raiding parties. Based on mining technology, the plasma 
lance is a volatile cutting beam that makes short work of 
Corvette armor and Capital Ship subsystems. Disabling a 
Carrier's engines to allow for easy infiltration is one of the 
tactics made successful by this unit. 

Strengths 

- The onl^ strikecraft-mounted beam ujeapon m 
existence. 


Weaknesses 

- Uulnerable to cheaper, faster strikecraft. 



Role: Hnti-Capital Ship Fighter \ 
Squadron. 

lUeaponrp: lx Plasma Lance 
Firepoiuer: Medium 
Couerage: Fonuard 
Hrmor: None 

Max. Uelocitp: E6D meters/second 
Maneuuerabilitp: High 



HoiviEwanLeM 




This mid-tier ship class provides support for fleet activities, and it offers a more survivable platform 
than Strikecraft. 


Lasgr Corvgttg 


The bigger brother of the Lance Fighter, the Laser Corvette is 
one of the few beam-weapon equipped ships in the Vaygr 
fleet. It combines speed and quick turns to deliver withering 
laser fire into Frigates and Capital Ships from its forward- 
facing cannons. These ships are tough, fast, and hard- 
hitting. A Frigate convoy without proper support won't last 
long against a coordinated attack. 

Strengths 

- Fast-moumg ships deliuer an accurate and 
deuastatmg point attack. 


Weaknesses 

- Light armor makes this ship susceptible to 
homing missile and torpedo attacks. 



Role: Hnti-Capital Ship Coruette^ 
Squadron 

lUeaponrp: Bx Uaygr Laser Cannons 
Firepoiuer: Medium 
Couerage: High 
Hrmor: Light 

Max. Uelocitp: BIS meters/second 
Maneuuerabilitp: High 
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The Vaygr Missile Corvette is a Frigate and Corvette hunter. 
These ships launch fast-moving, high-yield warheads 
designed to send powerful shockwaves through enemy 
ships, disrupting systems, and shattering hull armor. 

Strengths 

- Fast, poujerrul missiles haue the range to Tire 
Tram a couered position. 

Weaknesses 

- Light armor makes these uessels targets Tor 
high-poujered meaponrp on Capital Ships. 


Role: Heaup Coruette Squadron ^ 
lUeaponrp: Ex Concussion Missile 
Launcher 

Firepoiuer: Medium 
Couerage: High 
Hrmor: Light 

Max. Uelocitp: BIS meters/second 
Maneuuerabilitp: Medium louj 


Minelayer 



Role: Minelaping/Mine Clearing ^ 
lUeaponrp: lx Magnetic Limpet 
Mine Deployment System 
Firepoiuer: Special 
Couerage: None 
Hrmor: None 

Max. Uelocity: BIS meters/second 
Maneuuerability: Medium 



A well-armored Corvette with a payload of magnetic limpet 
mines. The Minelayer lays mines in a grid pattern by moving 
to a point in space and releasing a mine in that location. It 
also functions in a mine-detecting and clearing role when 
encountering enemy mines. 

Strengths 

- H dense mmeTield can eTrectiuely deny opponents 
access to a limited area [such as a rich resource 
zone]— at least until they'ue cleared the mines. 
Mines automatically auoid Friendly ships, 
prouided that their ship designation beacons are 
operatiue. 

Weaknesses 

- Static derenses are useless if an opponent can 
auoid them. 

- Static mines decay ouer time, and loss of 
relatiue positional data renders them useless. 




Prima's Official Strategy Guide 


Command CoRveire 



Role: Command ^ 

lUeaponry: None 

Firepoiuer: None 

Couerage: N/H 

Hrmor: None 

Max. Uelocitp: E15 meters/second 
Maneuuerabilitp: Medium high 


A high-speed Command, Control, and Communications (C^) 
vessel, the Command Corvette links together the fire-control 
computers of all vessels under its command. This increases 
each ship's targeting accuracy. 

What this ship lacks in firepower is made up in sensors 
equipment, armor, and the bonus it gives to friendly units 
within range. The antenna array sprouting from the hull 
both coordinates attacks and provides a morale boost, as 
the Command Corvette more often than not is crewed by 
ranking officers and favorites of the Crusade's warlord. 

Strengths 

- Increases eTrectiueness oT other uessels. 
Weaknesses 

- Lack or rirepoujer and armor make it a prime 
target. 


Featuring redundant systems and crew reserves. Frigates are designed to maintain a high level of opera- 
tional readiness under fire. The complete absence of any targetable subsystems makes Frigates a hard 
objective. They cannot be taken down; they can only be taken out. 


Assault Frigatg 



The Vaygr Assault Frigate, unlike its Hiigaran equivalent, is 
designed to support Strikecraft rather than defend against 
them. Its turrets are forward facing and fire long, thin 
sliverlike flechettes at extremely high speed, cutting through 
enemy craft with disturbing ease. 

Strengths 

- Poujerrul ujeaponrp on a luall-armorad, fast hull. 
Weaknesses 

- Inarractiua against Fngatas and Capital Ships 


Role: Coruette and Fighter Killer^ 
lUeaponrp: 3x Heaup Flechette 
“Httntion" Cannon, lx Light 
Concussion Missile 
Firepoiuer: Medium 
Couerage: High 
Hrmor: Medium 

Max. Uelocitp: 16D meters/second 
Maneuuerabilitp: Medium 
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Heavy Missile Frigate 



Role: Capital Ship and Frigate ^ 
Killer 

lUeaponrp: Ex Fusion Missile 
"Jaakul" Battery, lx Light 
Concussion Missile mount 
Firepoiuer: High 
Couerage: Fonuard 
Hrmor: Medium 

Max. Uelocity: 15D meters/second 
Maneuuerability: Loiu 


While the Vaygr rely primarily on the speed and power of 
their fighter and Corvette-class ships, do not underestimate 
the Heavy Missile Frigate as a serious threat to any enemy 
of the Eastern Fringe. Firing two heavy fusion missiles from 
its enormous bay, the Heavy Missile Frigate can wipe out 
enemy Frigate lines and, in sufficient numbers, take down 
Carriers and Destroyers. 


Strengths 

- Httacks Capital Ships at long range. 


Weaknesses 

- Strikecraft easily autmaneuuer around this 
uessel as they cut it to pieces. 


Infiltration Frigate 




Role: Capturing Enemy Units \ 
lUeaponry: lx Light Flechette 
"Fiirkan" Cannon, lx Light 
Concussion Missile, 
lx InTiltrator Pod Bay 
Firepoiuer: Special 
Couerage: Medium 
Hrmor: Medium 

Max. Uelocity: B30 meters/second 
Maneuuerability: Medium 


One of the deadliest ships in the Vaygr fleet, the Infiltrator 
Frigate relies on speed to evade enemy fire long enough to 
swoop down over the hull of an enemy Capital Ship and 
release Infiltrator Pods. These are cheap one-way trips for 
Vaygr Insertion teams who cut through the hull and battle 
the crew for supremacy of the ship. There's no return for 
these soldiers, which gives them a unique incentive to get 
the job done. 

Strengths 

- The uery sight uT Inriltratmn Frigates is orten 
enough to distract opponents command. 

- Can take control of the largest enemy ships. 

Weaknesses 

- Relies on armor and light derense lueaponry to 
deTend itself. 
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t ^pu^l Ship f lefOS 

Power projection and strategic dominance are seldom possible without a core of Capital Ships providing a 
fleet with backbone and logistics support. 

Subsystems on Capital Ships 

All Capital Ships have subsystems. Some, like the how you customize your fleet's abilities but they 
Destroyer, have only innate engine subsystems. also expose a weakness to your enemy. The 

Others, like the Carrier Mothership, have both destruction of a subsystem can cause your fleet to 

innate and buildable subsystems (like hyperspace, fall behind in production, researching, or 
research, cloak generators, and ship-building movement. Subsystems are described in detail in 

facilities). These subsystems provide for flexibility in Chapter Five. 



Carrier 


The Vaygr Carrier is the core of the Vaygr Fleet. Unlike the 
Hiigaran Carrier, it only has one production facility, so 
choose well how you build your subsystems. It can store 10 
Strikecraft squadrons and is very effective as a mobile 
resource drop-off point. It features two ability subsystem 
slots that can be used for whatever purposes you see fit. 

Strengths 

- Prouides a cheap mobile production platform for 
fonuard staging areas. 


Role: Poiuer Projection/ 
Production 

lUeaponrp: Hull Defense 
Firepoiuer: Light 
Couerage: Full 
Hrmor: None 

Max. Uelocitp: 75 meters/second 
Maneuuerabilitp: Medium 


Weaknesses 

- Lack of armor and short-range meaponrp makes 
it uulnerable to attack. 
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The Vaygr Destroyer is perhaps the most effective Frigate 
killer ever designed. A battery of four Heavy Fusion Missile 
Launchers and two massive cannons, when concentrated on 
one ship, inflicts massive damage in short order. Its off-axis 
hull gives the ship a distinctive profile. 

Strengths 

- Heau^ armor and pomarrul maapons maka this 
ship axtramalp poujarful for its cost. 


Role: Capital Class Hnti- ^ 

Fngate/Capital Ship 
lUeaponrp: Ex Heaup Hrbalest 
Cannon, Hx Heaup Fusion Missile 
"Jaakul" Battery 
Firepoiuer: Heauy 
Couerage: Full 
Hrmor: Heauy 

Max. Uelocity: 115 meters/second 
Maneuuerability: Loiu 


Weaknesses 

- Slouj, susceptible to Frigate strike groups luhen 
used alone. 


Battlgcruisgr 



Role: strategic Supremacy/ ^ 
Capital Ship Killer 
lUeaponry: Trinity Cannon, 

Bx Fusion Missile "JaakuT 
Battery, Hx Lance Beam Turrets 
Firepoiuer: Heauy 
Couerage: Full 
Hrmor: Heauy 

Max. Uelocity: 63 meters/second 
Maneuuerability: Loiu 


One of the deadliest ships in current service anywhere in the 
galaxy. A Strikecraft bay for transport and repair of assault 
and Corvette-class craft supported by four lance beam 
turrets provide ample point defense, allowing the 
Battlecruiser to direct it's battery of eight Heavy Fusion 
Missile Launchers and enormous Trinity Cannon on Capital- 
and Supercapital-class enemy vessels. Based off of recovered 
Progenitor technology that the Vaygr don't fully understand, 
the Trinity Cannon is the avatar of Makaan's will in full-scale 
engagements. 

Strengths 

- lilide range oT lueapans to target any uessel it 
might be Facmg. 

Weaknesses 

- High cost 






HorviEwanLOM 
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Flagship 




Role: Flagship 
lUeaponrp: Hull DeTense 
Firepoiuer: Light 
Couerage: Full 
Hrmor: Heaup 

Max. Uelocitp: HD meters/second 
Maneuuerabilitp: Loiu 


Makaan's Flagship is a massive vessel on the same scale as 
the Pride ofHiigara. Housing the core found in the Hethlim 
Ice Fields, it can Far Jump to remote systems, build, store, 
and repair ships friendly to the fleet. Like the Pride of 
Hiigara, it has ample slots available for the numerous 
production and ability subsystems. 

Strengths 

- Heauilp armored, able to build nearlp euerp ship 
m the Uapgr Fleet. 

Weaknesses 

- Louj-speed and light deFensiue ujeaponrp 
require this uessel to step out oF harm's map 
at anp cost. 


Shipyard 



Role: Build Facilitp 
lUeaponrp: Hull DeFense 
Firepoiuer: Light 
Couerage: Loiu 
Hrmor: Heaup 
Max. Uelocitp: 15 meters/second 
Maneuuerabilitp: Uerp loiu 



A production ship so massive it cannot be built by the 
Flagship, the Vaygr Shipyard is a slow-moving behemoth 
capable of building any ship in the Vaygr fleet. It must be 
constructed in large orbital facilities and then hyperspaced 
to the front. 

Strengths 

- Hlloms pou to build Battlecruisers and Frees up 
production slots on other build Facilities and 
Capital Ships. 

Weaknesses 

- Expensiue, eFFectiuelp immobile, and uulnerable 
to Bombers. 


3E 
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HYP6RSPAC6 Gate 


Proximity Sensor 





Role: Transport Infrastructure 
lUeaponrp: None 
Firepoiuer: None 
Couerage: N/R 
Hrmor: Medium 

Max. Uelocitp: 6DD meters/second 
Maneuuerabilitp: N/H 


When linked with a second Hyperspace Gate it allows 
friendly ships to jump between the two locations. 


Role: Electronic intelligence 
lUeaponrp: None 
Firepoiuer: N/R 
Couerage: N/H 
Hrmor: None 

Max. Uelocitp: 6DD meters/second 
Maneuuerabilitp: None 



A one-shot device, the Probe can be deployed to any 
position on the map with its fast, single-burn engine. Once 
positioned, it provides sensor data on all enemy ships within 
a 50- to 60-kilometer radius-depending upon the electro- 
magnetic field, dust cloud, or other debris in the area. Once 
positioned, it cannot be moved again. 



Role: Counter-counter intelligence 

lUeaponrp: None 

Firepoiuer: N/R 

Couerage: N/H 

Hrmor: None 

Max. Uelocitp: 6DD meters/second 
Maneuuerabilitp: None 


This reveals any cloaked ships within the sensor's radius. It 
has a single-burn engine. 
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Sensors Distortion Probe 



Role: Counterintelligence 
lUeaponry: None 
Firepoiuer: N/H 
Couerage: N/R 
Hrmor: None 

Max. Uelocitp: 6DD meters/second 
Maneuuerabilitp: None 


This can be positioned to any location on the map with its 
single-burn engine. In place, the Distortion Probe emits 
spurious signals, effectively disrupting enemy sensors for a 50- 
to 60-kilometer radius. Fleet activity can be masked by the use 
of this Probe, but once positioned, it can't be moved again. 


Resource Collector 



Role: Haruesting > 

lUeaponrp: None 

Firepoiuer: None 

Couerage: N/H 

Hrmor: Medium 

Max. Uelocitp: E75 meters/second 
Maneuuerabilitp: Medium 


The Vaygr Resource Collector is a vessel roughly the size of a 
Corvette. It has arms to grab various types of materials that 
can be turned into RUs when dropped off at a refinery 
station. When upgraded, the Collector can perform repairs 
on Frigate and Capital-class ships and is therefore an 
essential part of any combat fleet. 

Strengths 

- Good armor alloius it to suruiue spoiling attacks 
until escorts can respond. 

Weaknesses 

- Unarmed, relatiuelp slouj, and lacking agilitp, it 
relies on an escort to protect it as it performs 
its critical tasks. 
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Role: Haruesting Support 
lUeaponrp: Bx Hull Derense Gun 
Firepoiuer: Light 
Couerage: Full 
Hrmor: Medium 

Max. Uelocitp: BBS meters/second 
Maneuuerabilitp: Medium 


Able to dock two Resource Collectors at once, a Mobile 
Refinery speeds up harvesting operations. Since you'd 
regularly need a Capital Ship around to service the Resource 
Collectors, also think of Mobile Refineries as a way of freeing 
up those vessels to move away from the harvesting ops. 


Cun Platforms are a cheap, effective way of adding strength to location defense, such as near rich resource zones. 


Gun Platform 



Role: Hnti-Fighter location \ 
deTense 

lUeaponrp: Tiuin Kinetic Hutogun 
turrets 

Firepoiuer: Light 
Couerage: Medium 
Hrmor: Light 

Max. Uelocitp: BDD meters/second 
Maneuuerabilitp: None 



A cheap, quickly produced method of putting weapons on a 
station, the Gun Platform is an effective way to quickly build 
up point-defense firepower. A single-burn engine puts the 
package on target. 


Strengths 

- Cheap platForm Tor attacking Strikecraft. 

- High-speed, single-burn engine is suited Tor 
spoiling attacks deep behind enemp lines. 


Weaknesses 

- Dutranged bp larger uessels, it can be destroped 
ujith impunitp. 
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Heavy Missile Platform 



Role: Hnti-Capital, anti-Fngate, N 
location derense 
lUeaponrp: Ex Heaup Fusion 
“Jaakul" Missile Batterp 
Firepoiuer: Medium 
Couerage: Medium 
Hrmor: Light 

Max. Uelocitp: BDD meters/second 
Maneuuerabilitp: None 


Designed to complement the Gun Platform, this device 
packs the range and heavy firepower to take on Capital 
Ships. 

Strengths 

- Cheap platform for attacking Capital Ships. 

- High-speed, single-burn engine is suited for 
spoiling attacks deep behind enemp lines. 

Weaknesses 

- Uulnerable to Strikecraft. 


EONCLUSmN 


Now that you've had a chance to study the Vaygr fleet, turn to the next chapter, "The Basics of Using the 
Fleet" to learn how to use each unit to its maximum effectiveness. 
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EHHPTER R: USING THE FLEET 


This chapter covers the basics of how to use a complex 
fleet of more than 70 spacecraft. From Fighters to Capital 
Ships, each has a unique purpose in its design and 
function. Most importantly, they are designed to work 
together. 

First, we discuss the unit relationship, which governs 
how the ships interact during combat. Secondly we cover 
special abilities and how to use them effectively We also 
include the overall effectiveness of fighting groups and 
how to combine them into more effective fighting forces 
called Strikegroups. And finally we discuss how to use the 
Advanced Tactical Interface (ATI). These are all the basics 
you need to become a strong Homeworld2 player. 


URIENTHTiaN 



Unit Httnck HbilitiBs 

Each ship is designed to excel in at least one that can destroy the enemy fleet. The diagrams are 

tactical role. Conversely there are other roles that generalized across ship type and chassis, so there 

ships perform poorly-if at all. Become familiar with are a few exceptions, but they reflect the general 

the strengths and weaknesses of your ships by rules of each category We've highlighted the 

reviewing the following diagrams. These diagrams majority of the Hiigaran fleet here, but we've also 
indicate the general relationship between ship included a fewoftheVaygr ships that differ from 

classes and ship chassis and whether they're the general categories of the Fliigaran. In short, 

complementary or dissimilar units. assume that each Vaygr ship type works approxi- 

With these diagrams, you can easily build a unit mately the same as the corresponding Hiigaran unit, 

that counters any attacker-or as an attacker, one with only minor exceptions, which are also included. 
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Use this legend for Figures H.2 through 
H.IH. It discusses each part of the 
diagram and luhat it represents. Each 
spmbol belouj represents a certain tppe 
of ship class. Each chassis class has a 
relationship to euerp other chassis 
class in battle. The arroius indicate the 
strength and weaknesses of those 
relationships. 


Represents the Fighters/Bombers 
class chassis. 

Represents the Coruette class 
chassis. 

Represents the Frigate class 
chassis. 



- Fauorite Prep: Bomber 

- Nemesis: Hssault Frigate 

Bomber 


Represents the Capital Class 
^ chassis. These are the largest 
ships in the fleet. 

Represents the Utilitp class. This 
^ class includes Resource Collectors, 
Mobile Refineries, Probes, and other 
utilitp objects like the Proximitp Sensor. 

Represents the Platform class, 

^1 which are generallp used for 
stationarp defense mechanisms. 

Rttacks Effectiuelp: This line 

^ represents the best use of this 

ship class' abilities. Trp to engage enemp 
units of this chassis tppe as indicated. 

Attacks Poorip: This line 

z represents an attack that is a 

less-than-optimal use of the ships' 
abilities. Vou map inflict some damage, but 
pou won't inflict the maximum damage or 
make much of an impact ouer time. 

^ Attacks Ineffectiuelp: This line 

represents general suicide 
missions for this ship class. Don't attack 
the ships indicated as hauing this tppe of 
relationship. 


^ i 


o 


'^jO'7 


- Fauorite Target: Capital Ship Subspstems 

- Nemesis: Assault Frigate, Interceptor 

Gunship Corvette 




0 I 


Fauorite Target: Bombers 

Nemesis: Torpedo Frigate, Pulsar Coruette, 

Lance Fighter 
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Gun Platform 


Laser Corvette 



- Fauonte Target: Fighters 

- Nemesis: Heau^i Missile Frigate 


- Fauorite Target: Frigates 

- Nemesis: Pulsar Coruette 


Ion Cannon Platform 



- Fauorite Target: Frigates, Capital Ships 

- Nemesis: StrikecraTt 


Lance Fighter 



- Fauorite Target: Coruettes 

- Nemesis: Interceptor, Hssault Frigate 


Unit RbititiBs 

Unit abilities are the special abilities inherent to 
certain ships. For example, the Resource Collector 
can collect resources, but with an upgrade, it can 
also repair ships. To research the collector repair 
ability, hit ^ or press the Research menu on the in 
game interface. Then, click on the Resource 
Collector repair upgrade. 

Rgsourcg Collgctor Rgpair 

After you research the collector repair ability, you 
can fix damaged Capital Ships. To avoid micro- 
managing these repairs, assign a Resource 
Collector or two to fleet repair duty-select the 
Resource Collectors, press the repair command 
(\Y]), and group select your main Battlefleet. The 
Resource Collectors tag along and automatically 
fix damages as they occur. 


Collectors can 
onlp repair 
Capital and Super 
Capital Ships. Strikecraft, Coruettes, and 
Resource Collectors must dock m order 
to be repaired. Collectors can't repair 
subsystems on Capital Ships; these are 
repaired automatically at the ship's 
regeneration rate. 


NOTE 
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Boarding Party in Action 

Marine (Hiigaran) and Infiltration (Vaygr) Frigates 
replace the Capture Corvette of Homeworld. Like 
the Capture Corvette, they are highly vulnerable to 
enemy fire. Therefore, you should clear the skies of 
enemy Strikecraft before you send Marine and 
Infiltration Frigates into a target area. These ships 
are relatively delicate, and the computer opponent 
treats them as a high-priority target. 


Assign multiple Marine 
Frigates to a single 
target m order to 
speed up the boarding process. 
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Dgfgnsg Figld 

The Defense Field Frigate is a powerful, high-energy 
shield projector that sits on a Frigate chassis. While 
active, the Defense Field absorbs all damage from 
heavy beam and kinetic munitions, like those found 
on Capital Ships. Strikecraft can get inside the 
Defense Field, where it cannot stop their weapons. 
Press \T] to activate the Defense Field. 

Defense Fields have a very limited range, so have 
the ships you wish to protect within its perimeter 
(visible as two perpendicular circles on the ATI). 

Don't include these Frigates in a Strikegroup. They 
take up a front-and-center position, which is rarely 
what you want. Instead, assign the Defense Field 
Frigates to guard (|J]) the vessel you want protected. 


A captured ship instantly becomes part of your 
fleet and behaves like any other ship, except that 
you can't use alien Production Facilities (a 
Hiigaran fleet cannot produce Vaygr craft, no 
matter how many Vaygr Carriers they capture). 
Also, you can't exceed your population cap for a 
ship type by capturing additional ships. 





Fig. H-1. The Infiltration Frigote on the loiuer 
left mill neuer suruiue this boarding action. 


Fig. H-E. Bombers con get inside o Defense 
Field, rendering it useless. 

Minelayers 


CPUTION 

If pour Marine Frigates moue m for 


the assault and just hang there doing 
nothing, either call them off or retire 
one of pour existing ships. 


Mines are most potent against Capital and Super 
Capital Ships and are great for defending resource 
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zones-espedally when deployed in concert with 
Weapons Platforms. 

Minefields can be laid in either a two-dimen- 
sional grid or a three-dimensional cube. Hold | Ctrl \ 
to adjust width and | shift \ to adjust height while 
moving the mouse. Press ^ to deploy mines. 

Mines do have a limited lifespan. After about 
five minutes, the quantum instability that provides 
their destructive power goes critical. The mine then 
"winks out" of existence. Unless you assign new 
duties to a Minelayer, it continues to replace mines 
as they disappear. 

Cloaking 

Cloaking is available for any ship that can build a 
subsystem. You need to acquire an Advanced 
Research Module first, though. For the ultimate in 
sneak attacks, set your fleet to passive mode and 
cloak before using a hyperspace jump to move in 
for a close attack on an opponent. Unless your 
opponent has a Proximity Sensor, your fleet is 
undetectable. While the cloak is still active, quickly 
scramble your Strikecraft. Once everything is fully 
deployed, fall on your enemy with all guns blazing. 
Press to cloak or uncloak. 


□ oaks are also great 
for disengaging from a 
losing battle. Just set 
pour squadrons to passiue mode and 
ujithdrauj. That map, pour ships luon't fire 
and reueal themselues to the enemp. 




Fleet Campositian 

Despite what some pilots might claim, there's no 
such thing as a "perfect ship." Ships are designed 
with certain roles in mind, and the very process of 
optimization introduces fundamental weaknesses. 
This is why Hiigaran Fleet Academy teaches, "Any 
commander can build ships. Great commanders 
build fleets." 

When designing a fleet, choose the Primary 
Mission Vessel first. For an attack on Capital Ships, 
this might mean Bombers (for a fast, deep strike) 
or Heavy Missile Frigates (for sustained 
engagement and holding ground). 

Identify the main vulnerability of your Primary 
Mission Vessels (for Bombers, this is Interceptors or 
Assault Craft). Now identify the ship best equipped 
to deal with this vulnerability, and attach a 
support wing of these craft to your mission fleet. 

Obviously, more complex tactical situations 
require you to create a more complex fleet in order 
to be balanced, and the variations are too large to 
be listed here. 

A final consideration for any fleet is its 
complement of support vessels. You get a lot more 
"mileage" from your Strikecraft if they can dock at 
a nearby Capital Ship when damaged, and 
Frigates last longer if there's a group of Resource 
Collectors with a repair upgrade nearby to fix 
damage when it occurs. 
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Strikegraups ■■■■■ 

Strikegroups allow you to 

move your fleet in « ,, 

. Primary Unit 

formation. The one 

drawback to a Strikegroup 

is that it only moves at the 

speed of its slowest ship. ^ ercep or 

The benefit is that you Frigates 

avoid having your 

Strikecraft squadrons cut Super Capital ! 

to pieces because they 

arrived at a battle before 

their escorts. 

The three types of Strikegroups available are: 


Weakness 

Strikecraft 


Coruettes 

Bombers, Super 
Capital Ships 


Super Capital Ships Bombers 


Complementary Unit 

Interceptors, 

Flak Frigates 

Torpedo Frigates 
Interceptors 

Interceptors, 

Flak Frigates 


Capital Phalanx 

Super Capital Ships arrange themselves in a firing line at the forward 
position. Frigates form a tight wall formation behind the Capital 
Ships, and Strikecraft bring up the rear. This formation allows heavy 
weaponry to engage at maximum range before the fray is entered. 
Press to activate. 


I < 


Of I ’I 


iUt 


•I 




Frigate Line 

Frigates adopt a wall formation at the forward position. Capital 
Ships go into an "X" formation behind the Frigates, and Strikecraft 
go angels-high and angels-low with the Capital Ship formation. This 
formation puts the Interceptors in a good position to engage 
incoming Strikecraft, while Frigate firepower is concentrated in the 
center. Capital Ships can engage at range while enjoying some 
protection from incoming Strikecraft. Press ^ to activate. 




Fighter Screen 

This is similar to the Frigate Line formation, except that Fighters 
take the point. Fighters fly in loose formation to minimize damage 
from area-of-effect weaponry. Use this formation to prevent enemy 
Strikecraft from breaking through to your Capital lines. Press ^ 
to activate. 


I i t t t 

H 11 I -iL' 


.1 I > I I 
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Once a battle is engaged, the individual members of a Strikegroup behave normally. To concentrate fire, 
either focus the entire Strikegroup or assign control groups to the various lines of ships within the 
Strikegroup. 


Focused firing— directing pour entire fleet to attack a single target— is 
the fastest map to bring doiun the largest enemp uessels. Use this tactic 
sparmglp, as Interceptors mill engage a Super Capital Ship if so 
directed, but thep'll target more appropriatelp mhen left to engage on their omn. 
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Using the UdvancBd TaEtical Inter fnen lUTIJ 


The ATI is designed with one purpose: to help you 
make the right decision, fast. Much of the infor- 
mation in the ATI is available elsewhere, but using 
the Heads-Up Display capabilities dramatically 
increases your understanding of the tactical situation. 

There is a lot of information available in the 
ATI. You can't display all of it at once, but you can 
tailor the display to your tactical requirements. 
Before you can do this, you must become familiar 
with what's available. 

Press I tab I to cycle between the different icon 
displays in the ATI. This rotates through the three 
possible states. 

- No Tactical Icons displaped 

- Ship Tactical Icons displaped 

- Ship Tactical and Sphere of Effect Icons 
displaped 

Ship Icons 


zoom in to learn the same information, but this is 
much faster. 


Situations to 
Uatch For 


- Haruester Icons in a line: these require 
orders. 

- Enemp Frigates or Resource Collectors in 
close formation mith Enemp Super Capital 
ships: these are often support uessels 
[such as a Defense Field Frigate or a repair 
detail] and are high-priontp targets. 

- Enemp Frigates in close quarters mith pour 
Super Capital Ships: most Frigates that 
engage a Super Capital Ship mill do so from 
range. The exception is boarding uessels 
[Marine Frigate/Infiltration Frigate], mhich 
must close in for an attack. 


By now you probably recognize that each ship 
class has its own Tactical Icon in the game screen. 
They look like this: 



The icons allow you to quickly identify both 
friendly and hostile formations and, from there, 
rapidly gauge the tactical situation. Sure, you can 



Fig. H-3. Bg disploging ships os Tocticol 
Icons, thsg con be identified ot o distonce. 
Note the distont Fighter ond Besource 
Collector units. 
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Sphgrg of Effgct Icons 

Nothing is more embarrassing than hyperspacing 
your fleet into combat, only to find that your 
Frigates have been left behind. Learn to use the 
Spheres of Effect so that this doesn't happen on 
your next assault. 



Fig. H-H. Sphere of Effect for o Clooking Module 


Spheres of Effect are displayed as two perpen- 
dicular circles centered on a ship. Every ship inside 
the sphere is subject to its effects, while those 
outside are unaffected. 

It can be difficult to get your ships to stay 
within a desired Sphere of Effect. There are a 
couple of ways to do this: either assign them to 
guard the ship at the sphere's center, or put them 
in passive mode so that they stay where you want 
them to. 


Hgalth/Subsystgm Hgalth 



A ship's health bar is visible as a large, horizontal 
green bar once you select the ship. In order to see 
a Capital Ship's subsystems, you must zoom in 
closer, in addition to selecting the ship. The health 
bar for subsystems works and looks like a smaller 
version of the ship's health bar, with fewer hull 
points. You can target a hostile ship's subsystems 
just as you would any other target. 

"Inherent" subsystems (those that are present 
on a standard-issue ship, such as engines) are 
automatically repaired at a slow but steady rate. 
Resource Collectors cannot repair subsystems. 


Upgrade pour ship's 
hull points before the 
battle begins. If pour 
ship IS doiun to ID percent maximum hull 
strength, an upgrade luill giue pou just ID 
percent of the neiju maximum hull 
strength— pou'll haue to perform repairs 
to reap the full benefit of the upgrade, so 
don't count on that as a last-ditch 
solution. 





Fig. H-B. UJhen gou select o ship uith 
subsgstems, these ore disployed on the 
lower right of the RTI. 



Fig. H-S. Subsystem heolth 






HOrVIEWQnLOM 
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Mat/ement 

After you learn how to use the ATI, navigating in 3D space becomes much easier than you might expect. 
There are a couple of things, however, that you should be aware of. 


Objects May Bg Farther Away 
Than Thgy Appgar 

It's easiest to judge distance on a plane that's 
perpendicular to your point of view. As the angle of 
incidence decreases, distances become distorted- 
distances in the foreground are increased, while 
faraway objects appear closer together. 

The ATI compensates for this distortion. When 
you select a ship for movement, the movement 
disk appears as a blue circle, which changes size in 
proportion to how far you've directed the ship to 
move. Based on the size of the circle, you can 
easily tell how far you're telling the ship to go. In 
addition, the distance is displayed in meters or 
kilometers. 



Ships in Homeworld2 always move on a two- 
dimensional plane unless you direct them to do 
otherwise. If you do need to move in the Z-axis 
(there is no "up" or "down" in space), the ATI 
provides some assistance in getting you where 
you're going. 

The easiest way to move in the Z-axis is when 
your destination is a Super Capital Ship or a 
resource zone. These objects display positioning 
guides in the display when you are in move mode. 
Two guides are displayed: a vertical line between 
the object's current Z-plane and yours, and a circle 
on your current Z-plane, which shows the target's 
position on the X- and Y-axes. 

To move a ship toward such an object, first 
bring up the movement disk as usual. Locate the 
vertical guideline extending from your target and 
follow it with your eyes until you see the 
positioning circle. Click and hold the left mouse 
button once you've targeted this circle. You can 
now move in the Z-axis-simply drag your mouse 
up and down until you've followed the guideline 
back to its source. Release and left-click again to 
start moving toward your target. At any time, you 
can click and drag with the right button to change 
your perspective. This can help you until you get a 
feel for navigating a true 3D world. 




Fig. H-7o B b. Here ore tino perspectiues on 
the some mouement disk [the shoded circle in 
the loiver right of these imoges]. UJith o 3D 
perspective, distonces ore distorted. 


If an enemp formation is on a different 
Z-plane, pou map find it easier to "'shift 
planes" before pou attack. To get on the 
same Z-plane as a target— luithout 
actuallp going to its location— select it 
like anp other 3D target, but don't left 
click once pou'ue released the mouse 
button. Vour destination marker is noiu 
locked m the target's Z-plane, but pou 
can freelp moue around on the X- and 
V-axes. Select a quiet spot as a staging 
area, and attack the target on the same 
horizontal plane. 
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Fig. H-8. The Shipyard prouides positioning 
cues to guide gou touiord it. 


Fig. H-JO. UJogpoints olloiv gou to create 
complex paths for gour fleet. 


If you don't have a target to guide you in, the 
ATI can still help you. Use the vertical distance 
cues and the distance gauge to chart your course. 


Ship Command Menu 




This menu appears on the taskbar's left side. It's 
context sensitive, so buttons are only enabled if 
your current ship selection is capable of 
performing an action. All of the commands within 
this menu are available as keyboard shortcuts. 


Fig. H-3. lUithout targeting cues, reig on the 
vertical distance indicator to find gour ujog. 


Waypoints 

Waypoints ([^) work in much the same way as 
regular movement, but you can select multiple 
destination points. Your ships follow a path that 
"connects the dots." In Mission 5, you can use this 
feature to keep your ships within the ion clouds 
without having to tweak their movement every few 
seconds. This feature also makes patrolling a lot 
easier to manage. 


Attack-Movg 

If you order a fleet to attack a target, it will move 
toward it only as long as that target exists. If the 
target hyperspaces out of sensor range, or is oblit- 
erated by other ships, the fleet will come to a halt 
as it waits for new orders. Likewise, if the fleet 
encounters other hostile ships on the way to its 
target, it will ignore them. 

To avoid situations like these, use Attack-Move 
in any and all tactical situations, by right-clicking 
directly on an enemy unit. Your fleet then moves 
toward the target ships as long as they're visible. If 
they disappear for any reason, the fleet will 
continue on to the last known position. And if 


\ 
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hostiles are encountered along the way, the fleet 
will engage them before continuing toward its 
destination. There are very few situations where 
this is not the ideal behavior for your fleet. 


Guard 

When you tell a ship to guard another craft, it 
continues to follow that vessel, engaging hostiles 
that threaten its charge but never straying too far 
from it. This is ideal behavior for a Capital Ship's 
Strikecraft escort and allows you to keep the escort 
in aggressive mode while still maintaining fleet 
integrity 





Fig. H-IS. Corners ore o Bomber pilot's 
fouorite meol. Rssign o Guord detoil of 
Interceptors to fend them off 
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disruption before you hyperspace back out again 
for repairs. But before you go, a few travel tips: 

- Bring an escort. Hn^ ship that can 
hpperspace is uulnerable to cheap 
Bombers, and it ujon't take them long to 
knock out pour Hpperspace Module. 
Remember: it's onip a lightning raid if 
gou come bock. 

- If pou're not going to step there, make 
sure pou haue enough juice to get back. 
Hpperspace Modules take time to 
recharge— time that's best spent in 
friendip territorp. 

- Beujare the Grauitp lilell. Euen if pou can 
hpperspace in for a battle, pou can't be 
sure pou can leaue— not if pour opponent 
can scramble in a Grauitp-lilell-bearing, 
hpperspace-inhibiting Capital Ship. Be 
certain that pou can take these out if 
thep're a threat [Bombers are deadip 
against subspstems]. 



Guard mode is also handy for Defense Field 
Frigates. Assign them to guard your biggest 
Capital Ships, and you can rest assured that the 
guarded vessel is always within range of the 
Defense Field. 

Another use for this feature is to assign Mobile 
Refineries to guard the Resource Collectors they're 
servicing. The Mobile Refineries follow the 
Resource Collectors, shortening their travel time, 
and the Mobile Refineries' sturdy complement of 
Hull Defense Guns help deal with any casual raids. 

Hypgrspacg 

The ability to instantly send a main Battlefleet into 
close-quarters combat on the other side of a map 
can be phenomenally powerful. A lightning raid by 
a single Battlecruiser can cause significant 


Fig. H-13. R Crouitg UJell subsgstem helps gou 
ouoid unexpected uisitors. 

A Hyperspace Module has a Sphere of Effect. 
Any Frigates within this sphere make the jump as 
well. To be certain that your Frigates are within 
this range, order them to guard the ship making 
the jump. 

Rgtirg 

Retiring a ship gives you about 85 percent of a 
ship's hull cost back in RUs. It's not the most 
glorious way for a ship to go down, but it certainly 
is the most economical. Retire a ship by pressing 
I Ctrl l + l shift | +[yi simultaneously 

In the single-player campaign, you should retire 
ships whenever they're not needed for a mission or 
two. The CPU's Reactive Fleet determines its 
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Strength based on your fleet cost in RUs (it 
"discounts" your RU balance by 50 percent since it 
takes you time to convert this into fighting hulls). 

In multiplayer, you rarely want to retire your 
Fighters-not when you can kamikaze them into 
Frigates or other Capital Ships. 

The only time you'd want to retire ships in 
multiplayer or player vs. CPU is if you're in an 
absolute bind. A couple of Carriers could be 


converted into quite a few Resource Collectors if 
you're desperately short of RUs. Attempting to 
"rush" by retiring your initial Carrier is not a viable 
strategy in multiplayer, as your build abilities 
become too constrained (discussed further in 
Chapter 1 1 : "Multiplayer Strategies." 

To familiarize yourself with the remaining 
commands in this menu, review the Homeworld2 
manual. 


SpBcial Commands Menu 

Pressing Q activates the special commands menu. Depending on the ship you've selected, you see some of 
the following commands available to you. 


Scuttling 


Scuttling [ | Ctrl || shift |[T| ]i5 accessed from 
the Special Commands Menu Q. This 
accomplishes the same thing as retiring 
a ship, but the effect is instant: the ship 
self-destructs. 

The benefit to retiring a ship is that 
pou receiue a large portion of its hull 
cost m RUs. The drawback is, the ship 
must trauel back to a Capital Ship luith a 
Build Facilitp m order to be retired. 

Scuttle a ship onlp luhen it is about to 
be captured bp a hostile Marine or 
Infiltrator Frigate and scuttling is the 
onlp map to preuent pour enemp from 
using this ship against pou. 


Enhancgd Scout Sgnsors 
(Sgnsor Ping) 

At a cost of 1,000 RUs, a ping (press ^ to activate) 
momentarily reveals all enemy ships within a radius 
of over 80km. You must be fast in order to identify 
the enemy formations ("reading" icons certainly 
helps), but you can also follow up with a much 
cheaper probe once you've estimated position. This 
is a great feature for hunting down an opponent's 
elusive last Carrier when that's the only thing 
standing between you and grid dominance. 

The Hiigaran Scout is the only ship that goes 
"ping." This ability requires the enhance sensor 
Scout research. 


Elgctromagngtic Pulsg (EMP) 

Both Hiigaran and Vaygr Scouts can generate an 
EMP. Press [E] to enable the EMP burst. This can 
disable an enemy vessel for a short period of time 
(35 seconds) without causing any damage. In 
order to use this ability, select an enemy craft to 
disable. The Scout closes to within range before 
releasing the pulse. Unfortunately, the range isn't 
very great, so the Scout can often be destroyed by 
counterfire before getting a chance to engage. 

When an EMP burst is fired at a ship, the ship's 
EMP shield rating is displayed. This shield must be 
taken down to zero before the ship is disabled. 

EMP bursts are most effective against 
Strikecraft. It takes a number of EMP bursts to 
bring down a Frigate's shields. 
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Rally Point 

Any ship with building capabilities can set a rally 
point for the vessels it manufactures. Use this 
feature to establish a staging area for your fleet. 
To set the rally point, select a production-capable 
ship and press 0. 



Fig. H-1H. Use "Hollg to Object" to outomot- 
icollg deplog Resource Collectors to o 
resource zone. 

Rally Object 

Besides rallying to a point on the map, ships can 
be made to rally to a specific ship or other object. 
This can be used to direct newly constructed ships 
to join your Strikegroup's flagship. To set the rally 
object, select a production-capable ship and press 
I Ctrl | +[p 1 simultaneously. 

Build Menu 

The build menu is where you handle all fleet and 
Module construction. You can select a specific 
build facility by using the dropdown at the top of 
the menu, or "flip" through them by repeatedly 
hitting the Build menu key {[W]). 

The "Show all Build Facilities" option gives you 
an at-a-glance display of everything you can build 
with the currently selected ship, broken down by 
hull class. In addition, this also displays the 
number of ships of a specific hull type you 
currently have, along with the population cap 
(more on these later). 

If you choose, you can also display this menu on 
a per-hull-class basis. 



Fig. H-15. The Build menu 


Beneath the build options, you see your build 
queue for the current facility. Note that Module 
construction can take place concurrently with ship 
production. 

If you have more than one ship or Module type 
in the build queue, you can move items up and 
down in the queue by using the arrows on the 
right. This allows you to prioritize build order. No 
penalty is applied for adjusting the build queue, so 
use this to your advantage by building units that 
have a direct inverse relationship to your 
opponent's fleet in combat. 


Often times, seueral 
ships enter the build 
queues on seueral 
ships, and pou map run out of resources 
to continue building. In this case, 
prioritize pour building. Cancel the ships 
that pou can hue luithout for a luhile, and 
once thep're cancelled, the auailable RUs 
go to the ships that pou need most. 
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Facility Rgquirgmgnts 

There are four different types of Production 
Facilities, one for each hull class. In order to 
manufacture ships in a particular hull class, a 
production ship (Carrier, Shipyard, Flagship, 
Mothership) must first build the appropriate 
Production Facility 

Production Facilities are constructed on specially 
reinforced deck positions known as "hardpoints." 
Each production ship has a limited number of 
hardpoints. Once a ship has filled its complement 
of hardpoints, it cannot build any additional 
Production Facilities. 


Production Hardpoints 

Production Ship 

Hardpoints 

Uapgr Flagship 

H 

Hiigaran Mothership 

H 

Uapgr Carrier 1 

Hiigaran Carrier 

3 

Shipyard 

H 




Modulgs 

Besides building ships. Super Capital Ships can 
build Modules. Modules provide enhanced 


capabilities and new research options, as well as 
the ability to build Advanced Research Modules. 

Modules are built on specific hardpoints. As 
with Production Facilities, there are a limited 
number of these hardpoints on each ship. 


MadulB Hardpoints 


Hiigaran Modules 

Module 

Vayqr 

Cost 

Hiigaran 

Cost 

Benefits 

Prerequisites 

Research 

500 

1,500 

Opens up manp other research and 
Module construction options. 

None 

Rduanced 

Research 

N/R 

2,250 

Unlocks Hiigaran aduanced research 
and construction options, including the 
Battlecruiser [Uapgr don't require this]. 

None 

Hpperspace 

1,000 

1,000 

Permits the ship to perform hpperspace 
jumps [5phere of Effect]. 

Research 

Module 

Grauitp liJell 
Generator 

1,500 

1,500 

Inhibits hostile hpperspace jumps. 

Research 

Module 

Cloak 

Generator 

750 

1,000 

Makes ship inuisible mhile actiuated. 

Research 

Module 

Fire Control 
Tomer 

1,500 

1,500 

Improues nearbp ships' abilitp to hit 
targets [5phere of Effect]. 

None 

Platform 

Control 

BB5 

500 

Permits construction and control 
of UJeapons Platforms. 

None 


Ship 

Hardpoints 

Uapgr Flagship 

H 

Hiigaran Mothership 

H 

Uapgr Carrier 1 

Hiigaran Carrier 

2 

5hippard 

H 

Hiigaran Battlecruiser 

2 
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Population Caps 

Besides the hull-class restrictions, several vessel 
types have population caps. There is no way 
around this other than to retire ships that you 
don't need. 

Even if you've reached your population cap for 
a particular ship, you can still put it in the build 
queue. As soon as your population of that ship 
type drops, production begins. Use this feature to 
keep your fleet "maxed out." 



Fig. H-J7. Track gour population uuith this menu 


Research Menu 

You must often choose between building more ships and upgrading your existing ones. Here are a couple 
of things to consider: Shipbuilding berths are expensive. First you must build a Carrier or Shipyard, then you 
must pay for a subsystem, and finally, you pay for the hulls themselves. Research, on the other hand, 
doesn't take up any berths and can be performed simultaneously with shipbuilding. After you've upgraded 
a vessel, the bonuses are instantly applied to your existing fleet. 

All research is dependent on Modules. Before you can perform basic research, you must build a 
Research Module. 

Hull Upgrades 

Hull upgrades for Super Capital Ships are most 
effective if you're outnumbered, if you've stretched 
your building/fleet capacity to its limit, or if you've 
built out your fleet to capacity. Frigates, on the other 
hand, are always good candidates for hull upgrades. 
You can build many more squadrons of these, 
maximizing your research costs over a large number 

Most ship-improvement research is specific to a of hulls. Frigates are also less survivable to begin 

vessel type. Researching Destroyer hulls does „ith, so you can quickly affect their attrition rate, 

nothing for Carriers. Focus your research on ships 
you build frequently to maximize the advantage 
you gain. 

Vessel improvement research is broken down 
into three areas: hull upgrades, weapons upgrades, 
and speed upgrades. 


UJith a couple of hull upgrades, Hiigaran 
Destroyers gam a BD-percent bonus to 
their hull strength, prouidmg tiuo 
upgraded Destroyers uuith more hull 
points than three "'standard issue" ones. 
Unfortunately, they still haue the 
firepouuer of Destroyers, and the 
research is more expensiue than building 
three Destroyers to begin uuith. Vou need 
to build three upgraded Destroyers 
before the research really starts to 
pay for itself. Fortunately, after that 
it's all grauy. 


Get into the habit of 
checking for auailable 
research uuheneuer 
you queue up a large number of a single 
ship type. 
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Weapons Upgrades 


LauHEhMenu 


Most ships lack weapons upgrades, so you've got 
no excuse for not becoming very familiar with the 
options that exist. 

Spggd Upgradgs 


hostile ships, as well 
as to close in on an 
evasive hostile force. 
Improving a ship's 
speed doesn't affect 
an enemy's ability 
to hit it (fast 
Strikecraft are 
slightly more 
difficult to hit with 
big weaponry, but 
the difference is 
marginal). 


Strikecraft and 
Corvettes can't enter 
hyperspace on their 
own. The Vaygr can 
build Hyperspace 
Gates to transport 
these ships quickly, 
but usually you must 
dock them within a 
hyperspace-capable 
Capital Ship to make 
the jump. 

To prevent them 
from immediately 
launching again, 
select "Stay Docked" 
in the Capital Ships' 

Launch menu. Once 
docked, you can 
launch individual 
squadrons by selecting them from the 
Launch menu. 



Although hyperspace is the fastest way to bring a 
fleet into battle, enemies can inhibit your ability to 
use this by building Gravity Well Generators (see 
the following Module list). In this situation, the 
only other choice you have is to improve the hull 
speed of your ships. 

The major tactical benefit to increasing ships' 

speed is their ability 
to evade slower 



Fig. H-13. 

The Launch menu 



Fig. H-IB. The Heseorch menu 


You can also use docking to mislead an 
opponent about your fleet composition. Turn on 
the "Stay Docked" option before you start building 
Strikecraft. With this feature on, the Strikecraft stay 
docked once built. To an opponent's sensors, your 
fleet begins to look like a tasty target for an Anti- 
Capital force. When the enemy attacks with a line 
of Anti-Capital Ships, first scramble your Fighters, 
then scramble your opponent's plans. 

Strikecraft are automatically repaired while 
docked. If the auto-launch mode is selected, they 
reappear once they've been fully repaired. Use this 
capability to reduce the attrition rate. When your 
Strikecraft are battling near your Super Capital 
Ships, check for damaged squadrons frequently, and 
order them to dock for repairs. Damaged Frigates or 
larger Capital Ships do not decrease in firepower. 

A further use for docking is to prevent your 
Strikecraft from being damaged by atmos- 
pheric disturbances. Nebulas and ion 
clouds can wreak havoc on small, 
unarmored hulls, but the thick 
armor plating of the docking 
facilities provides complete 
protection. 
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tlueue Menu 

This feature is designed to give you at-a-glance information about your build/research progress across your 
entire fleet. You can also stop or pause construction at any facility There is no penalty for stopping or 
pausing construction. If construction is stopped, the full amount of RUs spent is returned to your RU 
balance with no hidden fees. If paused, construction can start again at any time. Although a good fleet 
commander doesn't want to go around changing build orders all the time, the lack of penalties means that 
you can be flexible in adapting to the current situation. 
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Tactics Menu 

Changing the "rules of engagement" for your ships 
gives you control over your fleet's behavior. There 
are three defined tactical modes. 

- HggresBiVB: Ships target anp bogep 
ujithm engagement range and attempt 
pursuit if necessarp. 

- Defensive: Ships engage nearbp 
hostiles but don't attempt pursuit 
and instead return to their assigned 
station. 

- Passive: Ships do not engage or 
pursue hostiles, euen if fired upon. 

Aggressive is the most commonly used tactical 
mode. It may, however, be inappropriate and can 
be exploited to some extent. Watch that your 
Strikecraft aren't baited into a trap or drawn away 
from the fleet. 



Fig. H-SO. The Tactics menu 


Defensive mode is more appropriate for ships 
that should stay in formation. This is the default 
behavior for new squadrons. To some extent, 
putting ships on guard duty accomplishes the 
same thing, but guard mode is cancelled by any 
move or attack orders while defensive mode is not. 

Passive behavior is useful in limited, specific 
circumstances. If your fleet is cloaked, firing will 
just reveal its presence. This is also useful in places 
such as ion clouds or nebulas, where you want to 
completely prevent your ship from moving. 


Events nispluu 

When events come at a fast and furious pace, it can sometimes be difficult to keep up. The Events Display 
allows you to revisit recent happenings among your fleet. This tells you such information as when new 
research or build options become available. Each event has a "jump to" button beside it. If the event is 
associated with a particular location, you can click here to quickly respond to it. This is particularly useful 
when you hear "Resource Collector Lost." You can immediately jump to the Resource Collector's location by 
selecting "click to focus icon" on the event text, or press | insert \ on the key pad. 



Sensors Manager 
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The Sensors Manager allows you to zoom out and take a larger view of the current tactical situation. The 
areas covered by your sensors and probes are visible as blue spheres, while ships show up as Tactical Icons 
(at maximum zoom, ships appear simply as dots). 

Along with using the various menus, you can fight an entire battle from the Sensors Manager view. Just 
about the only thing you can't do is target a ship's subsystems. This view is ideal for evaluating the overall 
status of your fleet in battle. 




One of the 
improuements 
that HomeiuorIclE 
offers IS the Battle Momentum Indicator. 
This indicator prouides uisual feedback 
for houj pour fleet is doing against that 
of the enemp. fl green indicator pointing 
up means that pou're uumnmg, luhile a 
red indicator pointing douun means that 
pou're losing. 


NOTE 


Fig. H-Sl. Sensors Manager uieiu of the bottle 


Cnnrlusinn 

Now that we've discussed the basic components of how to play the game, examined the fleets' special 
abilities, explored the menus, and studied the ATI, let's continue to Chapter 5, "Resources and 
Technologies." We discuss the details behind the individual technologies, how much they cost, if they're 
worth it, and when to research them. You'll learn about some common strategies and how building 
subsystems can make a big difference in long and short games. 
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CHHPTER B: DEVELaPINE 
THE FLEET-RESaUREE HND 
TEEHNaLREV MHNHEEMENT 

Intredretirn 


Homeworld2 uses a unified resource model. There is only one resource you ever have to worry about This 
resource is found only on mineral-rich asteroids, and the o/?/y way to accumulate it is to harvest it with 
Resource Collectors. Everything you do to develop your fleet, whether researching new tech or building hulls, 
consumes this resource. Needless to say, without effective resourcing operations, your fleet won't get very far. 

Resource zones represent the only thing equivalent to "high ground" in the vast emptiness of space. 

Because of this, you find yourself repeatedly fighting for control of these areas. This is a battle you cannot lose. 

We'll now look at how you can maximize the efficiency of your resource operations, then explore some 
techniques for impeding an enemy's resource operations, as well as how to invest those resources once 
you've secured them. The technology tree is fairly involved and complex, but the critical thing to know is 
which technology advancements make the biggest difference. We'll cover that too. 


Resrrreine Opephtirns 

Atypical resource operation consists of several 
Resource Collectors and at least one support ship 
with a Resource Drop-Off point. Position the 
support ship as close to the resource zone as 
possible to decrease the Resource Collectors' travel 
time. A defensive fleet is also a good idea-raiding 
resourcing operations is a popular tactic. 


R Resource 

1^1 II I Collector can 

haruest its load 
of BOD RUs in about B3 seconds. 


RBsaurcB Rrsp Rffs 

Once they've harvested a load of resources. 
Resource Collectors drop off their loads at 
Resource Drop-Off points. This is where the 
resources are processed and distributed to 
operations anywhere in the fleet. Drop-Off points 
are inherent subsystems found on 
Motherships/Flagships, Carriers, Mobile Refineries, 
and Shipyards. Each of these can support five 
Resource Collectors with full efficiency, with the 
exception of the Mothership/Flagship, which can 
support up to 10. 

Additional Resource Collectors can be supported, 
but they will spend increasing amounts of time 
sitting around waiting to deposit their RU loads. 
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Fig. 5-J. You're oil loaded up and no place to 
go— too mong Resource Collectors, not 
enough Drop-Off points. 


Each asteroid can 
support a limited 
number of Resource 
Collectors at anp giuen moment. This 
number is based on the asteroid's size. 

- Small asteroids: Dne Collector 

- Medium asteroids: Tujo Collectors 

- Large asteroids: Three Collectors 

Assigning more Resource Collectors to 
an area than it can support results in 
decreased efficiencp. Trp to deuelop neiu 
resource zones instead. 




HobilG Refineries 
vs. Capital Ships 
as Resource 
Support Vessels 


Vou must decide luhether to use Mobile 
Refineries or Capital Ships to seruice 
pour Resource Collectors. Although Mobile 
Refineries haue Drop-Off points, their 
onip other feature is a stout arrap of 
Hull Defense Guns. Mobile Refineries do 
nothing to increase the offensiue 
potential of pour fleet. 

Instead of spending pour resources 
building Mobile Refineries, consider using 
Carriers as pour support uessels for 
resourcing ops. For Uapgr, this choice is 
euen more compelling; Uapgr Carriers cost 
onIp 2DD RU more than a Mobile Refinerp. 

Using Carriers also prouides pou mith 
additional Production Facilities at 
strategic locations. In addition, the 
Carriers sport the same Hull Defense Gun 
complement as Refineries, mith heauier 
armor and more hull points. The onip 
drawback is that Carriers are slomer [max. 
uelocitp: 75] than Mobile Refineries [max 
uelocitp: 225], so it can take them much 
longer to reach distant resource zones. 



Fig. 5-S. Collectors enjoging o break— get 
them bock to mark. 


Dgvgloping Rgmotg 
Rgsourcg Zongs 

You're often in the position of having enough nearby 
resources to get development going, along with a 
pocket or two in places where battle is imminent. 

And the only other available resource zones are far 
away Remember your hyperspace capabilities. 

With a hyperspace-capable Carrier, those distant 
resource zones can be yours in the blink of an eye. 
Once you're on station, the Carrier can start 
building Resource Collectors-this doesn't require 
any technology or special Production Facilities. 
Then build a small picket fleet. This should be 
strong enough to fend off an opponent's 
harvesting raids, but don't worry about fighting off 
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a determined attack. Bombers are a popular choice 
for attacking resource operations, so consider 
arming yourself with Anti-Fighter weaponry. Anti- 
Fighter Frigates are great here, and they don't take 
up any docking bays if you have to suddenly 
hyperspace out of there. Just be sure to assign 
them to guard your Carrier so they're within the 
"Sphere of Effect" when you make the jump. In any 
case, make sure that all the ships in your remote 
fleet can hyperspace away at once if a massive 
assault is launched against them. 

If your opponent does launch a serious attack, 
just dock all your Resource Collectors and jump 
out of there. You can consider coming back in force 
later if it's tactically worthwhile. 

A great side benefit of this approach is that, 
when you're preparing for a large battle, you can 
recall your Carrier (along with its picket fleet) to 
join the main fleet for the duration of the conflict. 
Sure, the Resource Collectors will sit idle for a few 
minutes, but with your diligent harvesting 
techniques, you're far enough ahead not to worry. 




ResaurcB nenial 

If your enemy can't harvest, then he can't build. 
And if he can't build, then he certainly can't put 
up much of a fight. Cutting off an enemy's 
logistics operations is a viable path to victory. By 
putting your opponent on the defensive, you also 
shift the battle's momentum in your favor. This can 
be an important psychological factor in multi- 
player games. 

Start with the attitude that all the resources on 
the map are yours, and your opponent is stealing 
them from you. With that in mind, you're ready to 
perform effective resource denial. 

With only one type of resource on the map, and 
the locations of this resource clearly visible, you 
always have a pretty good idea where your 
opponent's harvesting operations are. 

Remote resources ops are less likely to be 
heavily defended. Send probes to distant resource 
pockets that your opponent may be working. Don't 
put the probes directly on top of the resource 
zone-probes have a wide sphere of coverage. By 
placing the probe farther away, so that the 
resource zone is just inside its area of coverage, 
your opponent is less likely to detect it. 
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Rgsourcg Opgrations: 

Raid Tgchniqugs 

When you do identify a good target for resource 
denial, send in the fleet. Bombers are effective at 
taking out the Resource Collectors, and, almost as 
importantly, they quickly get on station. If there 
are other defenses present, find the fastest ships 
you have that can quickly degrade them. Don't 
concentrate on the defenses if you don't have to, 
though. Your objective is to put an end to the 
resourcing operation. If your opponent is left with 
a few Frigates sitting in the middle of nowhere, so 
much the better. 

Mobile Refineries and Carriers have strong hull 
defenses, so you may be tempted to take these out 
first. Don't. Once their local Drop-Off point is gone. 
Resource Collectors start streaming back to the 
Mothership to drop off their loads. You'll be stuck 
chasing them across space (and probably into the 
path of incoming defenders). Take out the 
Resource Collectors first and then deal with the 
Mobile Refineries. The one exception to this is 
Carriers-if you see one with a Flyperspace Module, 
make this your highest-priority target. Once it's 
destroyed, you have another 30 seconds or so of 
free rein before it comes back online. Don't let that 
fleet get away. 



Fig. 5-3. Hold on o resourcing op 


Another resource denial tactic is the "fire-and- 
forget" raid. Build up half a dozen of both Gun 
and Ion Cannon/Missile Platforms, and deploy 
them at the hostile resource operation. They arrive 
on point very quickly and pack enough firepower 
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to cause significant disruption to a thinly defended 
operation. Because of their static placement, 
however, platforms are extremely vulnerable once 
your opponent has a chance to respond. If at all 
possible, consider following with a permanent 
force-your own resource operation, supported by 
escorts of Fighters and Bombers. 

ResaurEB ManagBmBnt 

One implication of Homeworld2's uniform resource 
model is that every RU you spend on building 
Modules, facilities, or research is one less RU 
available for building up your fleet. Since building 
a fleet is the only way to win a battle, your goal 
should be to minimize other expenditures wherever 
possible. All the technology in the world won't 
save you if your fleet is weak and your Production 
Facilities are sitting idle for lack of resources. 

Minimizing Technology Costs 

No set of guidelines is rich enough to encompass 
every tactical situation. Once you've refined your 
own techniques, you'll know exactly which 
technologies to develop and which ones to ignore. 
Until you've reached that level of expertise, be 
careful that you're getting the maximum value 
from your tech investments. 

Ship upgrades are never cost effective with just 
one upgraded ship or squadron. You need several 
squadrons before the tech cost starts paying for 
itself. Another thing to remember: upgrades 


instantly affect all ships in the upgraded class, 
wherever they are on the map. This allows you to 
"backload" your tech developments-wait until 
you've built the ships before you start upgrading 
them. If the battle shifts in such a way that makes 
these ships a less critical part of your fleet, you can 
then focus your resources elsewhere. 

TBchnalagu 

Vaygr and Hiigaran technology trees are almost 
complete opposites of each other. The Vaygr 
Research and Advanced Research Modules are 
cheap compared to their Hiigaran counterparts but 
don't unlock nearly as many ships. Instead, the 
Vaygr must expend small additional sums on 
developing individual ship types. This "hard-wired" 
approach allows Vaygr fleet commanders to 
expend fewer resources on technology, as long as 
they restrict the types of ships they intend to build. 

With Hiigaran technology, on the other hand, 
high costs open many doors. Although a Hiigaran 
Research Module costs three times as much as the 
Vaygr one, it opens up ships in both the Corvette 
and Frigate classes. This gives the Hiigaran 
commander a great deal more flexibility. He can 
easily send a probe to identify what ships the 
Vaygr are building, then start churning out their 
counterunits, leaving his opponent no choice but 
to spend further sums on research just to keep up. 

When it comes to ship upgrades, however, the 
situation flips around. Here, it is the Vaygr who 
must pay large sums to upgrade an 
entire class of ships, while the 

Hiigaran can upgrade in a 
more finely grained 
manner, paying lower 
costs to do so. 

If a Vaygr 
commander can 
succeed in fielding 
fewer types of ships, he's 
'winning" his battle 
against technology costs. For 
Hiigarans, the costs are set at a higher bar, 
and all they can do to minimize costs is to 
focus the upgrades on just the few, critical 
ships that form the spine of the fleet. 
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Imp Hyper^pacE/ 
&riye 2 / 


Capitar^hi|> 

Ship 

Pioduclior^ 

Mcndule 

Ability Module 
Research Item 

Class Upgrade 


Euerp H 1 1 para n ship tppa is capshle or upgrsdmp its 
hitpoints and speed. The requiremeats ere es faJInuis; 
Vou must hsue the potent ral to build the ship, heue e 
research maduFe Tar leu el 1 upgrades end an eduanced 
research maduFe far leu el S upgrades 
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Generator 
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C Carrier 5H Shipyard 

MS Mothership B Battlecruiser 


Praductian MadulBS 

Module 

Ship 

Reouired 

Required 


Name 

Class’ 

Research 

Subsystem/Modules 

Cost 

Fighter Facility 

C,MS,SH 

None 

None 

SBB 

Coruette Production 

C,MS,SH 

None 

Besearch 

BGG 

Frigate Production 

C,MS,SH 

None 

Besearch 

1,BBB 

Capital Ship Prod. 

MS, SH 

None 

None 

1,BBB 

Hbilitu MadulBS 

Module 

Ship 

Reouired 

Required 


Name 

Class’ 

Research 

Subsystem/Modules 

Cost 

Platform Control 

C,MS,SH 

None 

None 

SBB 

Besearch 

C,MS,SH 

None 

None 

1,SBB 

flduanced Besearch 

C,MS,SH 

None 

Besearch 

B,BSB 

Hpperspace 

C,MS,SH,B 

None 

Besearch 

1,BBB 

Grauitp liJell 

C,MS,SH,B 

None 

Besearch 

1,SBB 

Cloak Generator 

C,MS,SH,B 

None 

Besearch 

?SB 

Fire Control 

C,MS,SH,B 

None 

flduanced Besearch 

1,SBB 

Ssnsar MadulES 

Module 

Ship 

Reouired 

Required 


Name 

Class 

Research 

Subsystem/Modules 

Cost 

Hpperspace Sensors 

C,MS,SH 

None 

None 

BSB 

Improued Sensors 

C,MS,SH 

None 

None 

BSB 

flnti-Cloaking Sensors 

C,MS,SH 

None 

None 

BSB 
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Hiigamn RBSsarch 


R€S€ARCH 

NAM€ 

Rcquired 

R€S€ARCH 

Required 

Subsystem 

Cost 

Provides 

Improued Bombs 

None 

Fighter Facilitp 

1,SD0 

Ooubles Bomber performance 
against subspstems 

Pulsar Coruette 

None 

Research, 
Coruette Facilitp 

SOD 

Unlocks Pulsar Coruettes 

Mine taping 

None 

flduanced Research, 
Coruette Facilitp 

?S0 

Unlocks Minelapers 

Defense Field Frigate 

None 

flduanced Research, 
Frigate Facilitp 

1,S00 

Unlocks Defense Field 
Frigates 

Ion Platform 

None 

Research, 
Platform Facilitp 

EDO 

Unlocks Ion Platforms 

Destroper Chassis 

None 

flduanced Research, 
Capital Facilitp 

1,000 

Unlocks Destroper 

Battlecruiser Chassis 

None 

flduanced Research, 
Capital Facilitp 

1,S00 

Unlocks Battlecruiser 

Prox. Sensor Probe 

None 

Research 

BOO 

Unlocks Proximitp 
Sensor Probes 

Sensorp Dist. Probe 

None 

flduanced Research 

BOO 

Unlocks Sensorp 
Distortion Probe 


nbUitu UparaRes 

Research 

Name 

Required 

Subsystem 

Cost 

Provides 

Collector Repair 

Research 

?B0 

Collectors can repair Capital Ships 

Enhanced Sensors 

None 

BOO 

Scouts can 'Ting" 

Improued Torpedo 

Research, Frigate Facilitp 

1,000 

Improued Damage us. Frigates, 
Capital Ships 


5DD Scout can perform EMP attacks 



EMP 


Research 
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Ship Upgrades 

Ship 

UPGRAD€ 

Name 

Required 

Tech 

Required 

Mqdule 

Cqst 

Upgrade 

Mothership 

Lul 1 Hull Upgrade 

None 

Research 

SOD 

Hull Points X l.S 

Mothership 

Lul 2 Hull Upgrade 

Lul 1 Hull Upgrade 

Hduanced 

Research 

7S0 

Hull Points X 2 

Mothership 

Lul 1 Speed Upgrade 

None 

Research 

SOO 

Max Speed x 1.2 

Mothership 

Lul 2 Speed Upgrade 

None 

Hduanced 

Research 

7S0 

Speed X 1.3S 

Mothership 

Imp. Manufacturing 

None 

Hduanced 

Research 

1,S00 

Speed 

Construction 30% 

Carrier 

Lul 1 Hull Upgrade 

None 

Research, 
Capital Facility 

7S0 

Hull Points X 1.3 

Carrier 

Lul 2 Hull Upgrade 

Lul 1 Hull Upgrade 

Research, 
Capital Facility 

1,000 

Hull Points X 1.6 

Carrier 

Lul 1 Speed Upgrade 

None 

Research, 
Capital Facility 

SOO 

Speed X 1.2 

Carrier 

Lul 2 Speed Upgrade 

Lul 1 Speed 
Upgrade 

Hduanced 
Research, 
Capital Facility 

1,000 

Speed X 1.3S 

Carrier 

Imp. Manufacturing 

None 

Hduanced 

Research 

1,S00 

Speed 

Construction 30% 

Interceptor 

Lul 1 Speed Upgrade 

Research, 
Fighter Facility 

None 

300 

Speed X 1.2S 

Interceptor 

Lul 2 Speed Upgrade 

Hduanced Research, 
Fighter Facility 

None 

300 

Speed X l.S 

Bomber 

Lul 1 Speed Upgrade 

None 

Research, 
Fighter Facility 

300 

1.2S X Max 
Uelocity 

Bomber 

Lul 2 Speed Upgrade 

Lul 1 Speed 
Upgrade 

Hduanced 
Research, 
Fighter Facility 

SOO 

Speed X l.S 

Gunship 

Lul 1 Hull Upgrade 

None 

Research, 
Coruette Facility 

SOO 

Hull Points X 1.3 

Gunship 

Lul 2 Hull Upgrade 

Lul 1 Hull Upgrade 

Hduanced 
Research, 
Coruette Facility 

7S0 

Hull Points X 1.6 

Gunship 

Lul 1 Speed Upgrade 

None 

Research, 
Coruette Facility 

300 

Speed X 1.2 

Gunship 

Lul 2 Speed Upgrade 

Lul 1 Speed Upgrade Rduanced 
Research, 
Coruette Facility 

SOO 

Speed X 1.3S 

Pulsar Gunship 

Lul 1 Hull Upgrade 

None 

Research, 
Coruette Facility 

HOO 

Hull Points X 1.3 

Pulsar Gunship 

Lul 2 Hull Upgrade 

Lul 1 Hull Upgrade 

Hduanced 
Research, 
Coruette Facility 

7S0 

Hull Points X 1.6 
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Ship Upgrades, cantinueil 


Ship 

Upgrade 

Name 

R6QUIR6D 

Tech 

Required 

Module 

Cost 

Upgrade 

Pulsar Gunship 

Lul I Speed Upgrede 

Nane 

Research, 
Caruette Facility 

300 

Speed X l.E 

Pulsar Gunship 

Lul S Speed Upgrade 

Lul 1 Speed Upgrade 

Rduanced 
Research, 
Caruette Facility 

7S0 

Speed X 1.3B 

TarpedD Frigate Lul 1 Hull Upgrade 

Nane 

Research, 
Frigate Facility 

BOO 

Hull Paints x 1.3 

Terpede Frigate Lul S Hull Upgrade 

Lul 1 Hull Upgrade 

Rduanced 
Research, 
Frigate Facility 

1,H00 

Hull Paints x 1.6 

TarpedD Frigate Lul 1 Speed Upgrade 

None 

Research, 
Frigate Facility 

BOO 

Speed X l.E 

Tarpeda Frigate Lul E Speed Upgrade 

Lul 1 Speed Upgrade 

Rduanced 
Research, 
Frigate Facility 

7B0 

Speed X 1.3B 

Ian Frigate 

Lul 1 Hull Upgrade 

Nane 

Research, 
Frigate Facility 

BOO 

Hull Paints x 1.3 

Ian Frigate 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Rduanced 
Research, 
Frigate Facility 

1,H00 

Hull Paints x 1.6 

Ian Frigate 

Lul 1 Speed Upgrade 

Nane 

Research, 
Frigate Facility 

BOO 

Speed X l.E 

Ian Frigate 

Lul E Speed Upgrade 

Lul 1 Speed Upgrade 

Rduanced 
Research, 
Frigate Facility 

7B0 

Speed X 1.3B 

Flak Frigate 

Lul 1 Hull Upgrade 

Nane 

Research, 
Frigate Facility 

BOO 

Hull Paints x 1.3 

Flak Frigate 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Rduanced 
Research, 
Frigate Facility 

1,H00 

Hull Paints x 1.6 

Flak Frigate 

Lul 1 Speed Upgrade 

Nane 

Research, 
Frigate Facility 

BOO 

Speed X l.E 

Flak Frigate 

Lul E Speed Upgrade 

Lul 1 Speed Upgrade 

Rduanced 
Research, 
Frigate Facility 

7B0 

Speed X 1.3B 

Battlecruiser 

Lul 1 Hull Upgrade 

Battlecruiser 

Chassis 

Research, 
Capital Facility 

E,000 

Hull Paints x 1.3 

Battlecruiser 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Rduanced 
Research, 
Capital Facility 

3,000 

Hull Paints x 1.6 

Battlecruiser 

Lul 1 Speed Upgrade 

Nane 

Research, 
Capital Facility 

1,000 

Speed X l.E 
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Ship Upgrades, cantmuBd 


Ship 

Upgrade 

Name 

Required 

Tech 

Required 

Mqdule 

Cqst 

Upgrade 

Battlecruiser 

Lul E Speed Upgrade 

Lul 1 Speed Upgrade 

Hduanced 
Research, 
Capital Facility 

1,5DD 

Speed X 1.35 

Destroyer 

Lul 1 Hull Upgrade 

Battlecruiser 

Chassis 

Research, 
Capital Facility 

1,DDD 

Hull Points X 1.3 

Destroyer 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Hduanced 
Research, 
Capital Facility 

1,5DD 

Hull Points X 1.6 

Destroyer 

Lul 1 Speed Upgrade 

None 

Research, 
Capital Facility 

1,DDD 

Speed X l.E 

Destroyer 

Lul E Speed Upgrade 

Lul 1 Speed Upgrade Hduanced 
Research, 
Capital Facility 

1,5DD 

Speed X 1.35 

Gun Platform 

Lul 1 Hull Upgrade 

Battlecruiser 

Chassis 

Research, 
Platform Control 

5DD 

Hull Points X 1.3 

Gun Platform 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Hduanced 
Research, 
Platform Control 

BDD 

Hull Points X 1.6 

Ion Beam 
Platform 

Lul 1 Hull Upgrade 

Battlecruiser 

Chassis 

Research, 
Platform Control 

5DD 

Hull Points X 1.3 

Ion Beam 
Platform 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Hduanced 
Research, 
Platform Control 

BDD 

Hull Points X 1.6 

Resource 

Collector 

Lul 1 Hull Upgrade 

None 

Research 

HDD 

Hull Points X 1.5 

Resource 

Collector 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Hduanced 

Research 

BDD 

Hull Points X E 

Mobile Refinery Lul 1 Hull Upgrade 

None 

Research 

BDD 

Hull Points X 1.3 

Mobile Refinery Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Hduanced 

Research 

1,DDD 

Hull Points X 1.6 

Shipyard 

Lul 1 Hull Upgrade 

None 

Research, 

Hyperspace 

75D 

Hull Points X 1.3 

Shipyard 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Hduanced 

Research, 

Hyperspace 

1,5DD 

Hull Points X 1.6 

Shipyard 

Lul 1 Speed Upgrade 

None 

Research, 

Hyperspace 

75D 

Speed X l.E 

Shipyard 

Lul E Speed Upgrade 

Lul 1 Hull Upgrade 

Hduanced 

Research, 

Hyperspace 

1,5DD 

Speed X 1.35 

Shipyard 

Manufacturing 

Improued 

Manufacturing 

None 

Hduanced 

Research, 

Hyperspace 

1,DDD 

Speed 

Construction 3D% 
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HuPBrspane RBSsarch 


R6S6ARCH 

Name 

Required 

Research 

Required 

Subsystem 

Cqst 

Prqvides 

H^perspace Cost 
Instantaneous 

None 

Research, 

Hpperspace 

500 

Hpperspace costs -20% 

Hpperspace Cost 
Instantaneous 

Hpperspace Cost 
Instantaneous 

flduanced Research, 
Hpperspace 

1,000 

Hpperspace costs -H0% 

Hpperspace 
Recouerp Time 
Instantaneous 

None 

Research, 

Hpperspace 

500 

Hpperspace recouerp 
33% faster 

Hpperspace 
Recouerp Time 
Instantaneous 

Hpperspace Cost 
Instantaneous 

flduanced Research, 
Hpperspace 

1,000 

Hpperspace costs -H0% 



PraPuctian MoPuIbs 

Module 

Ship 

Required 

Required 


Name 

Class’ 

Research 

Subsystem/Modules 

Cost 

Fighter Facilitp 

C,M5,5H 

None 

None 

H50 

Coruette Facilitp 

C,M5,5H 

Coruette Chassis 

Research 

?25 

Frigate Facilitp 

C,M5,5H 

Frigate Chassis 

Research 

300 

Capital Facilitp 

M5, 5H 

None 

None 

1,250 















VGn 

Mathership 


Survey 

Scout 


[orvettBS 


Improved 


Turrets 


Capital 

Ships 


Research 

and 

Modules 
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TIER3TEEH 


Sensor 
Disruption 
Probe i 


f Sensor 
Disruption 
V Probe 



Repair 


Tier Twa I'l-UQtninutBs} 


T?sr IhrsB {304- nAuutusl 
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Sensor Modules 

Module 

Ship 

Required 

Required 


Name 

Class 

Research 

Subsystem/Modules 

Cost 

Hj^perspace Sensors 

C,MS,SH 

None 

None 

2SD 

flduanced Sensors flrrap 

C,MS,SH 

None 

None 

2S0 


Vauar Research 


Research 

Name 

Required 

Research 

Required 

Subsystem 

Cost 

Provides 

Fusion Bombs 

None 

Research, 
Fighter Facilitp 

25B 

Unlocks Bomber 

Lance Beams 

None 

Research, 
Fighter Facilitp 

25B 

Unlocks Lance Fighter 

Laser Systems 

Coruette 

Chassis 

Research, 
Coruette Facilitp 

5BB 

Unlocks Laser Coruettes 

Command Systems 

Coruette 

Chassis 

Research, 
Coruette Facilitp 

5BB 

Unlocks Command Coruettes 

Minelaping 

Coruette 

Chassis 

Research, 
Coruette Facilitp 

1,50B 

Unlocks Minelaper 
Coruettes 

Assault Frigate 

Frigate 

Chassis 

Research, 
Frigate Facilitp 

BOO 

Unlocks Assault Frigate 

Infiltrator Pods 

Frigate 

Chassis 

Research, 
Frigate Facilitp 

1,BDB 

Unlocks Infiltrator Frigate 

Battlecruiser 

None 

Research, 
Capital Facility 

2,5BB 

Unlocks Battlecruiser 

Bestroper 

None 

Research, 
Capital Facility 

2, BOB 

Unlocks Oestroper 

Hpperspace Gates 

None 

Hpperspace 

cn 

CD 

Unlocks Hpperspace Gates 


RhiUtu Upgrades 
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Ship Upgrades 

Ship 

Upgrade 

Name 

Required 

Tech 

Required 

Mqdule 

Cdst 

Upgrade 

Super Capital 

Lul 1 Hull Upgrade 

None 

Research, 
Capital Facility 

H,000 

Hull Pmnts x 1.3 

Super Capital 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Research, 
Capital Facility 

6,000 

Hull Pmnts x 1.6 

Super Capital 

Lul 1 Speed Upgrade 

None 

Research, 
Capital Facility 

3,S00 

Speed X l.E 

Super Capital 

Lul S Speed Upgrade 

Lul 1 Speed Upgrade Research, 

Capital Facility 

S,000 

Speed X 1.3S 

Mothership 

Imp. Manufacturing 

None 

Research 

1,S00 

Speed 

CcnstructiDn 30% 

Carrier 

Imp. Manufacturing 

None 

Research, 
Capital Facility 

1,S00 

Speed 

CcnstructiDn 30% 

Shipyard 

Imp. Manufacturing 

None 

Research, 
Hyperspace, 
Capital Facility 

1,000 

Speed 

CDnstructmn 30% 

Fighter 

Lul 1 Speed Upgrade 

Research, 
Fighter Facility 

None 

600 

Speed X l.ES 

Fighter 

Lul E Speed Upgrade 

Research, 
Fighter Facility 

None 

1,000 

Speed X l.S 

Ceruette 

Lul 1 Hull Upgrade 

None 

Research, 
Coruette Facility 

300 

Hull Pmnts x l.S 

Ceruette 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Research, 
Coruette Facility 

1,800 

Hull Pmnts x E 

Ceruette 

Lul 1 Speed Upgrade 

None 

Research, 
Coruette Facility 

800 

Speed X l.E 

Ceruette 

Lul E Speed Upgrade 

Lul 1 Speed Upgrade 

Research, 
Coruette Facility 

1,600 

Speed X l.H 

Frigate 

Lul 1 Hull Upgrade 

None 

Research, 
Frigate Facility 

1,600 

Hull Points X 1.3 

Frigate 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Research, 
Frigate Facility 

E,800 

Hull Pmnts x 1.6 

Frigate 

Lul 1 Speed Upgrade 

None 

Research, 
Frigate Facility 

1,000 

Speed X l.E 

Frigate 

Lul E Speed Upgrade 

Lul 1 Speed Upgrade 

Research, 
Frigate Facility 

1,S00 

Speed X 1.3S 

Platform 

Lul 1 Hull Upgrade 

None 

Research, 
Platform Control 

1,000 

Hull Pmnts x l.S 

Platform 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Research, 
Platform Control 

1,600 

Hull Pmnts x E 

Utility 

Lul 1 Hull Upgrade 

None 

Research 

1,E00 

Hull Pmnts x l.S 

Utility 

Lul E Hull Upgrade 

Lul 1 Hull Upgrade 

Research 

E,H00 

Hull Pmnts x E 
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Canclusian 

By now, you have a good idea of what's required to develop your fleet. You're familiar with the types of 
ships you'll be working with, their capabilities, and their limitations. In the next chapter, we'll get into the 
jump seat and see how all of this comes together in a combat situation. Chapter 6, "Advanced Combat 
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CHHPTER B: HDVHNCED 
EOMBBT STRHTEEIES 

iNTRaoRErmN: Fiertine Smrrt 


You've done everything right You've built up 
sector-spanning resource operations, and the 
resources are spilling in faster than you can spend 
them. You've decimated hostile resource operations 
wherever they've appeared. You're fielding vast 
squadrons against measly opponents. All that's left 
now is to wake up-you're dreaming. 




Fig. B-1. R formidable Uoggr Force orriues ot 
the Hiigoron system. 

There are few things more pleasant to a fleet 
commander than enjoying a massive advantage in 
materiel over an opponent Unfortunately, it 
doesn't happen very often. You don't get any great 
natural advantage over your opponents-those 
aren't biplanes that your Interceptors are up 
against Rather than instantly dominating your 
enemy, you must often fight a horde of fire-spitting 
bogies for every RU out there. That's fine. In fact, 
that's just the way we like it 


Winning a battle is often not about numbers. 
With the right tactics and the right combination of 
forces, you can be significantly outnumbered and 
still come out on top. 


Fig. B-So. This Uoggr force of Coruettes is 
the proper counter to o larger fleet of 
Hiigoron Frigates 

This chapter covers the mechanics of winning 
battles: how to get the most out of your ships, both 
formation wise and firepower wise; how to keep 
your fleet fighting as a unit rather than a mob; and 
how fighting with intelligence rather than by the 
numbers can help you do more with less. We'll then 
take a look at the different stages of a battle and 
identify what kind of priorities you should have at 
different stages. After you finish this "fleet-ops 
primer," you will have all the knowledge necessary 
to become a dangerous and wily opponent. And 
really, isn't that what it's all about? 
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EFFECTII/E CaUNTERFIRE 


Every ship class has a nemesis class, as well as another class that is relatively ineffective against it. The big 
guns of a Destroyer or Battlecruiser, for example, are great at cracking open Frigate hulls but aren't 
designed to track or kill fast-moving Fighters. 





It's Never a 
Good Day to Die 


There are some exceptions to this rule, of 
course. The Vaygr in particular have a number of 
"role-busting" ships. The Lance Fighter is deadly 
against Corvettes, and the Laser Corvette is 
effective against big-hulled Frigates and Capital 
Ships. Both the Hiigarans and Vaygr have specific 
Anti-Fighter Frigates. 


One map to deal mith unmanted or badip 
damaged units is bp just throujing them 
into battle and letting them die. Neuer do 
this m HomeiJuorldE. It takes a single kep 
[[J\] to retire a ship selection. Retired 
ships are recpcied, and pou receiue 
approximatelp 05 percent of their hull 
costs m RUs. 

One place pou can do this is mith 
Interceptors/flssault Craft. Because 
thep're cheap and don't require a lot 
of technologp, pou often build a 
lot of these earip 
in a mission. 

Later on, 
other ships 
can perform their 
flnti-Bomber role, fls pou build 
up pour flnti-Strikecraft 
capabilitp, retire pour 
Interceptors/flssault Craft so that pou 


Fig. B-3. The Pulsar Coruette: cheap and 
effectiue anti-Frigate fire. 


Fig. B-Eb. Dark arraujs inflict maximum 
damage at minimal risk. Light arrauus are 
suicide missians. 


can build the maximum amount of Bombers 
at minimal cost. 

UJith enough Production Facilities, pou 
can quickip rebuild and "reshape" an 
entire fleet this map. 
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Fleet OPERHTmNHL Lei/els 


There are three general levels of fleet formations commonly seen in Homeworld2. Identifying these, both in 
your enemy's fleet and your own, can help you decide whether or not to engage a formation, and with 
what level offeree. 


The largest operational fleet is the Main Battle 
Fleet (MBF). Your MBF is easy to identify-it's the 
largest concentration of combined-arms firepower 
that you have on the map. Because of its high 
strategic value, you should ensure that your MBF is 
a general-purpose force capable of dealing with 
any and all threats. 



Fig. B-H. The Mom Bottle Fleet 


Lower in scale and power from the MBF is the 
taskforce. Like an MBF, a taskforce usually contains 
ships from a number of classes. Unlike an MBF, a 
taskforce is created to perform a certain job, so it is 
often unbalanced. You often create a taskforce by 
detaching elements from your Main Battle Fleet, 
then reattaching them once the job is done. The 
loss of a taskforce is usually a daunting blow, but 
it should never be a critical one. 

The lowest level of fleet deployment is the 
skirmish force. Skirmish forces aren't generally 
strong enough to perform tactically significant 
tasks. They might harass a resourcing operation 
but lack the power to inflict serious damage before 
the enemy's had a chance to respond. Rather than 
destroying an opponent, a skirmish force is 
designed to distract and interfere with enemy 
momentum. Loss of a skirmish force should have a 
negligible influence on the strategic balance. 


Using the Main Battie Fieet 

Never risk your MBF in a battle unless you're 
certain it will end in victory. To avoid your 
opponent forcing an engagement before you're 
ready, there are a couple of things you can do. 

- H^perspace-enable pour MBF. IT pour 

□pponant launchas an unaxpactad 
attack, making a tactical jump out of 
there anablas peu to suruiua ujith at 
laast soma oT pour cora Tlaat intact. 

- Hpparspaca-inhibit pour eppenant. Build 

at laast ana Hpparspaca Inhibitor in 
pour MBF. Vour opponant must than 
attack at hull spaad, mhich giuas pou 
tima to raspond [or, \T naad ba, jump]. 

- Hpparspaca-anabla anp Hnti-Capital 

taskTorca that pou build. This alloius 
pou to quickip racall tha taskTorca \T a 
crisis arises. 

- Ensure that pour MBF is a balanced 

Force, able to deal mith threats From 
anp class. 

- Keep pour Hnti-Fighter Fighters docked. 

IF pour opponent can't see them, it 
increases the likelihood he'll attack 
ujith an inappropriate Force— mhich pou 
can promptip decimate, lilhen docked 
aboard a hpperspace-enabled ship, pou 
also gam the abilitp to instantip 
deplop pour Hnti-Fighter Force 
anpmhere on the map. 



Fig. B-B. Corner's Hgperspoce Module 
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defensive role: Protecting the Mothership/Flagship 
and your primary Production Facilities. Once your 
MBF has been properly outfitted, you can task it 
with strategic-level offensive missions. 

- Engaging the enemy's MBF 

- Establishing derinitiue control ouer a 

resource zone 

- Quickly destroying a hostile taskforce to 

ujeaken your opponent through attrition 

Using laskfarEBS 

As its name suggests, a taskforce should be 
designed with a specific job in mind. You should 
also have a clear idea of what threats it will 
encounter while accomplishing its task. While you 
can perform offensive ops with "muddy" under- 
standings of these issues, you'll just end up 
stretching your resources. Either your taskforces 


challenges, resulting in operational failure. There's 
no replacement for good Intel. Deploy the probes 
or scouts and know what the enemy can field 
against you. 


Fig. B-B. Rnti-Destroger taskforce in action 
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will be too big, constraining fleet ops elsewhere, or 
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Uhy Use Taskforcesf 


Vou can easily fight a battle luithout 
using a single taskforce, simplj^ 
haruesting from uncontested resource 
zones until pou'ue built up pour Mam 
Battle Fleet for the 'Tirst and last" set- 
piece engagement luith the enemp's fleet. 
liJhp complicate things bp deploping 
taskforces? 

The simple ansiuer is: risk. To ensure 
uictorp, go into the major battle luith 
euerpthing on pour side. Vou luant 
upgrade superioritp, numerical 
superioritp, and logistics [RU] 
superioritp— preferablp all in spades. Bp 
exploiting pour opponent's euerp 
weakness before pou commit to a major 
battle, pou graduallp tip the superioritp 
curue pour map. 


After you decide on a job, choose the fleet 
elements to tackle it. To help you along, we've 
listed a few common tasks, and a ship complement 
to get the job done. This is not meant to be a 
definitive list; each threat you face is unique. 

Example Taskfarce Mission 

This taskforce is designed to take out a resource 
operation defended by a Carrier and its defensive 
screen of six Interceptor squadrons, four Ion 
Cannon Platforms, and two Flak Frigates. 

- Six Torpedo Frigates 

- Eight Bomber squadrons ujith 

Improued Bombs 

- Tujo Gunships 

- Hpperspace-enabled Carrier 

First, assign control groups to all of the ship 
types, and station the entire taskforce safely 
outside of the enemy's sensor range. Set the 
Carrier's launch policy to "Stay Docked" and dock 
the Bombers and Gunships. 

Next, send in the Frigates, targeted on the 
enemy Ion Cannon Platforms. The enemy 
responds by sending its Interceptor force to 
engage the Frigates and starts building Bombers 


to put up a more credible defense. Fortunately, the 
Interceptors' light weapons are ineffective against 
the heavy Frigate hulls-at least for the amount of 
time they're staying there. 

As soon as the Interceptors have engaged the 
Frigates, hyperspace the Carrier in right beside the 
enemy Carrier. Immediately launch all Bombers, 
keeping the Gunships docked. 

At this point, the enemy realizes that things are 
going horribly wrong and decides to jump out of 
there (leaving behind the defenseless Platforms 
and Resource Collectors). But your Bombers take 
out his Hyperspace Module. Maybe the enemy Flak 
Frigates can take down two Bomber squadrons, 
but they won't decimate your taskforce. 



Fig. B-7. Desperate times 


As the only force left, the Interceptors are 
ineffective against this taskforce. Your Frigates 
further tilt the battle's momentum in your favor. 

Hoti-nestrauer Taskfarce 

Deploy a mixed contingent of Ion and Torpedo 
Frigates (with improved, Anti-Capital weaponry) in 
the "Capital Phalanx" Strikegroup formation. The 
Frigates form a tight wall. Assign a Defense Field 
Frigate to Guard the Frigate at the center of the 
wall formation. Now, go Destroyer hunting. Use 
focused fire to quickly bring down your target. If 
you encounter heavy counterfire, turn on the 
Defense Field. 

Further refine this taskforce by adding a couple 
of Flak Frigates to fend off Bomber strikes. Add a 
hyperspace-enabled Carrier to turn this into a 
rapid-deployment, Anti-Destroyer unit. 
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Effective Firepower: Eettine 
THE Most from Vour Fleet 

The only difference between an army and a mob is organization. Fortunately your Homeworld2 fleet has 
strong organizational capabilities. By learning how to use these, and when to countermand, you can get 
the most "bang" for your RUs. 


StnkBgraups 

Strikegroup formations are designed to bring your 
entire fleet into battle as a coherent whole. Besides 
the unique advantages of any particular formation, 
you benefit from the fact that Strikegroup ships are 
never in danger of being "caught out in the open" 
by their nemesis unit. Because of this, Strikegroups 
can be decisively more effective than a rag-tag line 
of squadrons heading toward a battle. The different 
Strikegroup formations, and their functions, are 
detailed in Chapter 4. 

Eantral Eraups 

Once it joins the battle, a Strikegroup doesn't 
confer any organizational abilities on your fleet. 
Ships engage the most appropriate target they can 
find. When this happens, it can really start to look 
like a giant fiery hairball out there. 

Being able to pluck all your Anti-Fighters from 
such a hairball can take a second or two if you 
have to do it manually. Remember: you don't have 
to do it manually. Always assign control groups to 
each of your ship classes so that you can quickly 
assign them tasks. It also helps to keep your control 
group assignments consistent from battle to battle. 



Fig. E-B. Control groups moke it eosg to select 
oil the Interceptors in the friendig force. 

Facuseil Fire: When ta 
Use It 

Imagine two identical fleets of eight Ion Cannons 
meeting in battle. Only one of the fleets uses 
focused fire-concentrating all weapons on a single 
enemy ship. In this situation, the "focused" fleet 
\N\ns-every time. This is because, by the time the 
"focused" fleet has destroyed one of the 
"unfocused" ships, its own vessels have all been 
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mildly damaged. By the time it's destroyed two 
ships, all of its vessels are slightly more damaged. 
By the time it's destroyed three ships, a couple of 
its own ships might need to slip off for repair. After 
this, it quickly becomes a rout. 

Focused fire isn't the default behavior of any 
Strikegroup or control group-you must intervene 
to make it happen. Left to their own devices, ships 
simply select the best target they can see. They put 
some priority on attacking an already-damaged 
ship, but they also consider a closer target a more 
viable one. 

The ability to quickly put a great deal of 
purpose-specific, concentrated firepower on a 
single target is one of the great advantages of 
using control groups. 



CAUTION 

Use focused fire onlp luith appropriate 
lueapons for pour target. It does 
absolutelp no good to focus fire pour 
Assault Craft on a Battlecruiser. For this 
reason, auoid using focused fire on a 
fleet-iuide basis. 


assigning Muitipin 
Cnntrni Ernups 

Ships can belong to multiple control groups at the 
same time. Use this to create two "overlapping" 
sets of control groups. The first set should be 
assigned by ship type (Assault Craft, Bomber, and 
so on). You can then assign the second group by 
role (Anti-Capital, Anti-Fighter, and so on). 

By doing this, you can easily task an Anti- 
Fighter force of Assault Craft and Heavy Missile 
Frigates to guard a Carrier from a bombing raid. 
When the raid is broken, you can just as easily 
dispatch the Interceptors to chase down the 
Bombers, leaving the slow Frigates behind. 


Fig. B-3. Focused fire con bring down the 
biggest torgets in o short period of time. 


Build PamamES 

Deciding what to build is almost half the battle. Your build decisions depend on several things: the state of 
the game, the number of exploitable resource zones, your opponent's behavior, and many other possible 
factors. We'll now look at several stages in a battle, and what kinds of priorities you should have. 


Enrig Enmn: the First Minutes 

You generally start with one nearby resource zone. 
Since your Flagship can support up to 10 Resource 
Collectors with full efficiency, your first effort 
should be to build up to this level. With 10 
Resource Collectors, you can pull in approximately 
2,250 RUs per minute. If possible, move your 
Flagship closer to the resource zone to minimize 
the Resource Collectors' round trip. 


After this point, immediately start considering 
"rush" possibilities-either building one for yourself, 
or at least defending against one. In the single- 
player missions, the computer opponent generally 
tries to defeat you by using a rush tactic. 
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^ ■ m Earl^ 'Vush" 

I tactics are 

Stnkecraft based. 
Typicallj^, the goal is to research 
Improued Bombs, then send a luing or so 
of Bombers to take out an opponent's 
Fighter Facility. 

llJith the danger of additional 
Interceptors gone, the Bombers can then 
destrop the Besource Brop-Bff point, 
preuenting the uictim from accumulating 
resources. If this can be done, the game 
quickip becomes a rout. 




The obuious defense to 
this rush IS a 
contingent of flnti- 
Fighter Fighters. Keep them docked so 
that the enemp can't see them until it's 
too late, and use focused fire to quickip 
reduce the threat leuel. 



Fig. B-JO. R fullg loaded launch bog launches a 
surprise attack on this Hiigoron Oestrogen 

Once you've reached this point, you should have 
two primary goals: building up the defenses 
around the Flagship and developing a second 
resource zone before your opponent does. Deploy a 
Scout squadron or a Probe to each of the "neutral" 
resource zones to watch for enemy activity 
Meanwhile, consider building a Frigate Facility (if 
Hiigaran) or a Corvette Facility (if Vaygr). 


Eetting an Earlu Jump an 
the Secanil RnsaurEB Zane 

Consider building a Hyperspace Module aboard 
your Carrier very early in the game, then deploy it 
to a second resource zone as the drop-off vessel for 
a resource op. Don't build out a full operation 
right away; if your enemy is watchful, he'll soon be 
all over you. One or two collectors add a steady 
amount to your RU balance. Build up a small 
contingent of (docked) Strikecraft for defense. If 
the enemy appears with anything more than you 
can handle, quickly dock the Resource Collectors 
(if you have time) and hyperspace out of there- 
preferably to another untapped resource zone. 



Fig. B-ll. Deuel op mg the second 
resource zone 


As you get breathing space, build a Corvette 
Facility (if Vaygr) or Frigate Facility (if Hiigaran). 
Deploy an Anti-Frigate force, followed by an Anti- 
Fighter screen. Remember: this entire force can 
hyperspace back to your Mothership if necessary, 
so don't worry about "overbuilding." 

Platforms are a good, cheap, initial defense 
layer. Eventually, they become vulnerable to long- 
range fire of Capital Ships, but they're still 
effective as an inner line of defense when backed 
up by longer-range weapons. 

Earlu Eamn: Targets a f 
Oppartunitu 

Early offense is a matter of exploiting weaknesses 
in your enemy's deployment. You don't yet have the 
strength for a full frontal assault, so concentrate 
your efforts on the "chinks in the armor." To 
accomplish this task, you need good intel. Dispatch 
Probes or Scouts to determine the hostile fleet 
disposition, and build the appropriate counters. 
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By now your opponent has probably made 
moves on a second resource zone, or is soon about 
to. Locate this position-it is probably the least- 
defended point. Build a taskforce with appropriate 
counterunits and attempt to frustrate, if not 
outright destroy, this outpost. Do it early, before it 
becomes entrenched. You should also begin 
planning your own second resource op by now, if 
you've not already done so. 

Another activity for this point in the battle is 
the probing attack. This is more an intelligence- 
gathering tool than any actual attempt to inflict 
damage. You want to know your opponent's 
behavior: reaction time, willingness to break-up his 
fleet's integrity, and so on. The more you learn, the 
more you can exploit. 

RaUing ThunilBr: Building 
Offensive Pntentinl 


Fig. E-JE. Reodg to engage 


From midgame on, massive battles between 
Capital and Super Capital Ships become more and 
more common. The entire journey in Homeworld2 
is about building up your fleet. Surviving in this 
hostile environment requires strong logistics. 

- Vou must haue strong resource 

operations to replace pour destroped 
ships. Httrition is expensiue. 
UnTortunatelp, it's difficult to auoid in 
this stage of battle. 

- You should haue multiple Production 

Facilities for the core tppes of ships 
in pour fleet. Limited Production 
Facilities are just as much a 
bottleneck as a limited RU stream. 

Always try to minimize losses for your most 
expensive ships, even at the cost of sacrificing lesser 
hulls. Besides the cost. Super Capital Ships take a 
long time to build and can quickly clog up your 
Production Facilities. Remember: A Hyperspace 
Module may add to the upfront cost of a Destroyer, 
but it more than pays for itself if you can just once 
pull the ship from battle before it is destroyed. 

Always keep your build queues full. Even if 
you've reached your population cap for 
Battlecruisers, you can still have "one in the 
hopper." The Production Facility immediately 
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begins construction as soon as your population 
decreases. 

One of the best things about hyperspace is that 
it allows you to use your defensive fleet as your 
offensive fleet as well. Put a Gravity Well Generator 
aboard your Mothership to prevent counterattacks, 
then jump your entire defensive fleet to an enemy- 


held location. Watch the battle indicators (the little 
arrows that appear on the ATI during battle). Jump 
back out of there if things start going poorly. 

Wherever possible, include at least one Gravity 
Well Generator with your fleet. This prevents your 
opponent from "jumping in" reinforcements. 


CaNELUsmN 


We've covered a lot of ground here. You should now have a good idea of how to maximize your fleet's 
development by ensuring good logistics, avoiding bottlenecks, and getting the most out of your ships with 
focused fire and Strikegroups. 

In the next chapter, we begin the walkthrough of the single-player campaign. This walkthrough provides 
you with some real-life examples of the approaches introduced here. To get the most out of the 


walkthrough, continue to refer to the previous few chapters. This will help you develop a deep under- 
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CUnPTER 7 : THE SIEGE OF UnEHRH 



Mission Oh Deneuct 

This mission opens with the Pride ofHiigara's 
shakedown trials while she's still docked at the 
covert Tanis Base. 


Hission Objectives 


Primaru 

- Test resourcing system. 

- Build Fighter Fscilit^. 

- Build Interceptor squsdron. 

- Destrop Tsrget Drones. 

- Destrop Uspgr Forces st Chimers 
Ststion. 

SecanRaru 

- Build Bomber squsdron. 

- Destrop Hpperspsce Gstes. 



Fig. 7-1. Mission 1 Sector Mop 

1: Tsnis Bsse 

2: The Pride of Hiigoro 

3: Ststion NeMesn 
H: Ststion Ksnhus 
S: Perimeter Ststion Chimers 
6: Tsrget Drone Formstion 

Mission Strategu 

Shakedown Trials 

Your first objective is to use the Resource Collector 
to harvest some containers placed near the 
Mothership. There are 4,200 Resource Units (RUs) 


here in total, but this trial is considered complete 
after you've retrieved 700 RUs worth. Leave the 
Resource Collector harvesting the rest of the 
containers while you move to the next objective: 
building a Fighter Facility. 

The Pride of Hiigara is still an empty hull at this 
point. Your first task in getting her ready is to build 
a Fighter Facility. Select the Build button (^) at 
the top-right of the taskbar. Then select the Fighter 
tab, represented by the Triangle Tactical Icon. Once 
construction is complete, you're informed of your 
third objective: building an Interceptor squadron at 
your newly christened Fighter Facility. 

To build the Interceptor squadron, access the 
"Fighter" tab of the Build Manager, where the 
Interceptor appears as an option. If you've been 
harvesting resources all along, you have enough to 
build several squadrons. Click repeatedly to put 
four squadrons in the build queue. Save the rest 
of your resources for building Bombers when the 
time comes. 

When you've built one squadron, the next 
objective appears: target practice. Be sure that you 
have four or five squadrons of Interceptors before 
you attack. While shooting down a wall of Target 
Drones may not seem like a grueling trial, events 
start happening quickly after the Target Drones are 
destroyed. After you have your force assembled, 
click and drag to select all your Interceptors, and 
assign them to Group 1 ( | Ctrl so you can 
easily select them later in the mission. 

Defending Chimera 

As the last Target Drone explodes into space dust. 
Perimeter Station Chimera chimes in with a bogey 
warning. It seems that Tanis Base is not so secret 
after all. Seven Vaygr Bomber squadrons appear, 
intent on preventing the Pride from ever leaving 
the berth at Tanis. In response. Chimera scrambles 
a squadron of Interceptors to augment your forces. 
Even though you're outnumbered to some degree. 
Bombers pose little threat to the agile Interceptors. 
In fact, the Bombers completely ignore your 
Interceptors as they race toward Chimera Station. 
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As soon as the Vaygr Bombers appear, select 
your Interceptors, h\t \ Ctrl | , and left-click-drag a 
box around the Bombers to perform a group 
attack. Press the attack until the entire Vaygr force 
is space dust 

Thg First Wavg at Tanis Basg 

Before you can carve any notches in your Autogun 
barrels, a second wave appears. Three Bombers 
and a Heavy Missile Frigate hyperspace in beside 
Tanis Base and immediately begin the assault The 
Vaygr obviously know about the Pride and are 
determined to destroy it here. Emergency launch 
procedures are initiated. 

Quickly move your Interceptor force back to 
take on the enemy craft. The Vaygr forces ignore 
your Interceptors as they focus on taking out Tanis 
and the Mothership. 

After you destroy this force, you're warned 
that Signals Intelligence (SIGINT) has detected a 
third Vaygr force about to hyperspace into 
the region using Hyperspace Cates. 

Build a Bomber squadron. You could 
complete this mission with 
Interceptors, but you need 
Bombers for the 
next mission. 


U |4 g ^ Remember that pour 
I I^J IJ fleet carries ouer 

from mission to mission 
m HomeujorldS; this is called the 
persistent fleet concept. Rliuaps consider 
this luhen building up pour fleet. Don't 
build eight Interceptor squadrons here 
luhen pou realip need a mix of craft for an 
effectiue fighting force. 
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Vaygr at thg Gatgs 

You now face attack by a force of six Bomber 
squadrons and an Assault Craft squadron, with 
three Hyperspace Gates posing the threat of 
additional hostiles. Destroy the Assault Craft first, 
then the Bombers, and finally the Hyperspace Cates. 
Do it right and you shouldn't lose a single ship. 


No losses are good 
losses. If a squadron 
IS becoming damaged, 
dock it [[^] luith the Mothership. Once it 
has been repaired, the squadron 
autolaunches again, ready to do battle. If 
you really can't spare the hulls, you can 
also dock indiuidual ships. 


TBTp 



Fig. 7-S. The final moment for Toms Bose 

Evacuation 

Destruction of the second Hyperspace Gate brings 
word that long-range sensors have detected a 
massive inbound Vaygr force. It appears as soon as 
you destroy the third gate, and there's no way to 
stop it-yet. The Pride makes an emergency launch. 
You've successfully completed Mission 1. 


Mission 03: 

Hneel Moon 

Escaping from the imminent destruction of Tanis 
Base, you receive word that Vaygr forces are on the 
attack throughout the sector. A massive fleet is 
already en route to your Homeworld, Hiigara. To 
become operational, the Pride of Hiigara must 
rendezvous with its crew. This requires you to 
hyperspace to the Hiigara System, just as the 
Vaygr fleet begins to arrive. 


Mission Objectives 


Primaru 

- Protect at least four Transports. 

SBcandaru 

■ Destroy the Uaygr Carrier's Fighter 
Facility and engines. 

- Build a Resource Collector. 

- Build a Coruette Facility. 



Fig. 7-3. Mission E Sector Mop 

1-6: Bishop Transports 
7: Uaygr Carrier 
B: Bomber Escort 
3: Mothership 


Missian Strategu 

Save the Transports 

Start this mission with a minimum of three 
Interceptor and two Bomber squadrons, plus a 
Resource Collector. Put two Resource Collectors in 
the build queue while you deal with the first order 
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of business: the threat to Transports Bishop One 
and Bishop Two. 


Set pour Interceptors 
to use oggressiue 
tactics [0] luhen 
dealing luith targets that pose little 
threat, such as Bombers. This maximizes 
the Interceptors' firepoiuer. 


Tjap 


Dispatch your force toward Bishop One and 
destroy the Vaygr Bombers there. You receive a 
warning about a Vaygr Carrier in the vicinity, but 
don't attack it yet. Doing so triggers a wave of 
attackers, and you should build your fleet before 
taking them on. Instead, move your forces to 
protect Bishop Two. Through attrition, weaken this 
force down to a Bomber or two, but don't 
completely destroy it because this also triggers 
reinforcements. Break your Interceptors and 
Bombers into separate Strikeforces now, and 
position them between Bishops Two and Three. 


Thg Corvgttg Facility 



Fig. 7-H. Surgical Strike on o subsgstem 

Sit tight now while your Resource Collectors build 
up your RU balance. After Bishop One docks with 
the Mothership, two things happen: the Corvette 
Facility is unlocked, and the Vaygr Carrier launches 
reinforcements. Immediately build the Corvette 
subsystem. Queue up two Cunships as soon as 
they become available. 
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Subsystem Attack 

Dispatch your Bomber squadrons to disable the 
Carrier's Fighter Facility. (Zoom in close to the Carrier 
to target its subsystems.) After they've accomplished 
this, target them on the Carrier's engines. Finally, 
when there's no chance of the Carrier escaping, 
destroy the ship itself Two squadrons are sufficient 
for these tasks. If you have additional squadrons 
available, task them to guard Bishop Four. 


Strafe the Vaygr Bomber 
Forces 



Fig. 7-5. Sobonis to the rescue 


Your Interceptors must deal with the reinforcements 
from the Carrier. Destroy the enemy forces harassing 


Bishop Three, then retask them to guard Bishop Five. 
Although Bishop Four is in more danger, you soon 
see a wing of Vaygr Frigates (two Heavy Missile, two 
Assault) hyperspace in. While the Missile Frigates are 
fair game, you don't \Nar\t your Interceptors to tangle 
with the Assault Frigates. 


The Friendship 
of a Sobani 


The friendship of a kep allp m the fight 
against the Uapgr comes in the form of a 
Sobani, mho joined the Hiigaran naup as 
captain of an assault frigate battle 
group. He's instrumental in pour fight 
against the Uapgr, prouing his lopaltp to 
the Hiigarans despite the oueriuhelming 
odds. Captain Soban is a ualiant and 
admirable officer, one pou're sure to be 
pleased to haue on pour side. 

SOBANIS TO THE RESCUE 

As they are built or complete their previous tasks, 
have your Cunships and Bombers protect Bishop 
Four. This is the most vulnerable of the Transports. 
It won't take long for the Heavy Missile Frigates to 
destroy her if they're left alone. Fortunately, help 
soon arrives. Captain Soban hyperspaces in with a 
deuce of Ion Cannon Frigates and Torpedo 
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Frigates, perfectly stationed to draw fire from the 
Vaygr Capital Ships. Provide his fleet whatever 
assistance you can. 


Although pou onlp 
haue to saue four 
Transports to fulfill 
mission objectiues, saue them all. Each 
Transport contains ualuable resources. 

- Bishop Dne: Subspstem and 

engineering personnel [Coruette 
Facilitp] 

- Bishop Tujo: Research personnel 

[permits ship upgrade research] 

- Bishop Three: Engine and pomer plant 

creujs [Mothership engines Tulip 
operational] 

- Bishop Four: Sensors creuj [sensors 

Tulip operational] 

- Bishop Flue: Tujo Elite Gunship 

squadrons 

- Bishop Six: Tujo Elite Bomber 

squadrons 




As soon as pou rescue 
the majoritp of the 
Mothership's creuu 
members from the Transports, thep luork 
furiousip to get the Coruette Facilitp 
online. Once this is accomplished, crank 
out a feuj Coruette Gunships and begin the 
Pulsar Cannon research on the Research 
menu. Vou need a feiu of these squadrons 
to finish this mission and do uuell m the 
next one. 




Timg to Lgavg 

With the Transports safely docked. Captain Soban 
explains that it's the Mothership herself, and the 
hyperspace core at her heart, that the Vaygr are 
after. You have no choice but to abandon Hiigara 
to its fate while you rebuild your forces-and try to 
stay out of Vaygr hands. 


Mission 03: Shrum 

Arriving at the border region, your goal is to use 
the Shipyard Nabaal to rebuild your fleet strength 
so that you can end the siege of Hiigara. As you 
arrive. Captain Elohim on Nabaal sends a distress 
call-the Shipyard is under attack. 


Mission Objectives 


Primaru 

- Protect Shippard Nabaal. 

- Repair Shippard. 

- Destrop Probes. 

- Destrop or Capture Uapgr fleet. 

Secamlaru 

- Build Mobile ReTinerp 



Fig. 7-B. Mission 3 Sector Mop 

1: Resource Zone Alpha 
S: Resource Zone Brauo 
3: Shippard Nabaal 

Mission Stratogu 

Save the Nabaal 

Your force at Sarum should include six or more 
Interceptor squadrons, along with a couple of 
Bomber and Gunship squadrons and at least one 
Resource Collector. Hold one Interceptor squadron 
in reserve near the Mothership. Dispatch the rest 
to take on the Shipyard's attackers-a wing of 
Bombers escorted by Missile Corvettes, Assault 
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Craft, and a Heavy Missile Frigate. The Interceptors 
arrive on station much faster than the Gunships. 
With the Anti-Fighter capabilities of the Missile 
Corvettes and Assault Craft, this would usually be 
suicidal. However, the raider Corvettes ignore you 
as they pound the Shipyard. You might also send 
the Gunships, but they probably won't arrive until 
the battle's almost over. Instead, dispatch your 
Gunships and Bombers to the far resource zone 
at the Mothership's two o'clock, designated 
"Zone Bravo." 

Build up your Resource Collector fleet to three 
vessels and task them to harvesting the nearby 
asteroids. Then create one of the newly available 
Mobile Refineries and send it to Zone Bravo. Build 
two more Collectors and set them harvesting in 
Bravo as well. 



Fig. 7-7. R Resource Collector in oction 


Platform Construction 

Once you start a remote resourcing operation, you 
receive a message that platform defenses have 
been researched and are available for construction. 
Go to the Build menu and build a Platform 
Controller. Then crank out inexpensive Gun 
Platforms. They're effective at defending against 
Fighter attacks. After you build up at least five 
platforms, group them together and give them a 
move order to the remote resourcing location at 
Zone Bravo. Keep building at least another five Ion 
Cannon Platforms and move them to support the 
Shipyard. 


CPUTION 

Platforms get onlp a single moue order. 
That means pou should carefully select 
the place luhere pou luant to deplop them. 
Double-check the intended location luith 
the mouement disk bp pressing ^ and 
rotating the camera. If pou moue a 
platform to a lurong location, pou must 
scuttle it and build another one. 


One effective strategy for countering the 
Infiltration Frigate assault later in this mission is to 
build up Gun Platforms and research Ion Cannon 
technology. Then build up at least another six 
platforms of each type (Ion and Cun). Issue them a 
"move order" to place them near the Shipyard. 
There are more Vaygr on the way, and these 
platforms can help turn the tide in your favor. 



Fig. 7-8. Rn effectiue plotforin defense moues 
into ploce. 


Rliuaps assign pour 
Mobile Refineries to 
guard [[|]] the 
Collectors thep are seruicmg. This 
shortens the Resource Collectors' 
roundtrip trauel time and also prouides 
them ujith an effectiue screen against 
Strikecraft. 









Rgpair thg Shipyard 

After you vanquish the Shipyard raiders, you 
receive a new research option: Resource Collector 
repairs. This permits Resource Collectors to repair 
damage to other ships. Research this immediately 
and send a single Resource Collector to fix the 
Shipyard by pressing \Y] while simultaneously 
clicking the Shipyard. 

Dgstroy thg Probgs 

Having detected your reinforcements, Vaygr 
Command dispatches three Probes: one near the 
Shipyard, one near the Mothership, and another near 
Zone Bravo. Destroy each of these with the closest 
ship you have, then rendezvous your Interceptors 
with the rest of your forces at Zone Bravo. 


PROT6CT TH6 

Resourcing Operation 



Fig. 7-3. Bombing run on o Uoggr Corner 


A Vaygr spoiling force now hyperspaces in near 
Zone Bravo. Target your Bombers on the Carrier 
while your Interceptors take on the Laser Corvettes 
and Lance Fighters. Your Cunships' most suitable 
targets are the Missile Corvettes. Check your 
squadrons throughout this battle; dock anyone 
that's been hammered at the Shipyard. 

Infiltrators at thg Shipyard 

Soon after your forces return to the Shipyard, 
repairs there should be complete. Once this 
happens, the Shipyard releases a shiny new Carrier 
into your service. This Carrier even has a Frigate 
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Facility, further broadening your construction 
options. Move the Carrier back, halfway between 
the Shipyard and the nearby resource zone, and 
start building Flak Frigates and at least one 
Marine Frigate. 

You don't have your Carrier for more than a 
moment or two before you receive another 
warning of inbound Vaygr. This time, they use 
Infiltration Frigates to attempt to take over the 
Shipyard. Two can play at that game, though, 
especially now that Marine Frigates are unlocked. 
Queue up four of these vessels on your Carrier. 
While you wait for these to be built, fend off the 
Infiltration Frigates and their escort of Assault 
Craft and Assault Frigates. 



Fig. 7-10. Infiltrotor Frigotes ottempt to toke 
ouer the Shipgord. 


UJhen a boarding 
unit IS attacking 
a uessel, a blue 
'"boarding progress" bar appears beneath 
the target's health bar. lUhen this bar is 
completely blue, the boarding is complete 
and the uessel falls under the attacker's 
control. 


NOTE 


Before you have a chance to wipe out the first 
wave, Vaygr reinforcements appear. Three Carriers 
start throwing more Infiltration Frigates at you, 
backed by Heavy Missile Frigates, Assault Frigates, 
and Assault Craft. The Assault Craft attack Marine 
Frigates if they can get within range. Deny them, 
and hold your Marine Frigates back until you've 
attained local supremacy. 
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Losing thg Shipyard 

If the Vaygr do manage to commandeer the 
Shipyard, the autodestruct sequence will activate 
after five minutes. Throw every Marine Frigate you 
have at recapturing the Shipyard. That's the only 
way to get it back. 

Capturing thg Carrigrs 

You now have four Marine Frigates with relatively 
friendly skies between them and the Vaygr 
Carriers. Task one to board each Carrier, with the 
fourth sent along as a reserve (alternately, use it to 
capture an Infiltration Frigate). 

Although the Carriers blast away with their 
point defense weaponry, you shouldn't lose a 
single Marine Frigate. Congratulations: you've just 
gained control of an entire wing of Carriers. 
Unfortunately, Hiigaran engineers cannot make 
use of Vaygr Production Facilities-even in the 
unlikely event that you could convince Hiigaran 
pilots to fly them. That's right, the Carriers are 
pretty much useless. If you're thinking of keeping 
them around for cannon fodder, think again. The 
Reactive Fleet tallies hull costs when it decides 
how much to throw against you; every piece of 
deadweight you drag along only strengthens the 
Vaygr. Enjoy the fireworks as you scuttle the 
Carriers ( | Ctrl | + | shift | +r?1). 


Larger craft haue 
multiple latch points 
to luhich Marine 
Frigates bind. Therefore, tiuo Marine 
Frigates can simultaneously attack a 
Carrier. Using multiple boarding units 
speeds up the boarding process. 


1j^ 


Mission ON: 

EEHENNH nUTSkIRTS 

Approaching the Gehenna system, you encounter 
the Vaygr perimeter defenses sprinkled throughout 
an asteroid field. Three Hyperspace Inhibitors limit 
your ability for strategic movement toward 
Gehenna. Before you can move forward, you must 
neutralize the defenses here, including the 
Command Station. 


Mission Objectives 


Primaru 

- Destroy the Hyperspace Inhibitors. 

- Neutralize the Uaygr Command Station. 

SBCondaru 

- Capture a Hyperspace Gate. 



Fig. 7-Jl. Mission H Sector Mop 

1-3: Hyperspace Inhibitor/Gate 
Positions 

H: Uaygr Command Station 
S: Uaygr Fonuard Resourcing Dp 
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Mission Strateau 

DesTROY THe Outer 
D eFENSive PeRiMereR 

This mission is the first real challenge to your 
abilities as a commander. You're faced with a 
varied array of Vaygr ship classes, and they start 
probing for tactical weaknesses. Without careful 
planning, you may experience significant attrition 
here, just when you're starting to build up a 
respectable armada. 

Get your Resource Collectors busy on the 
resource zones to the Mothership's three and nine 
o'clock. Send a Platform Controller to each zone so 
that your Resource Collectors can avoid making 
long trips back and forth. Meanwhile, get your 
Mothership producing a mix of Torpedo Frigates 
and Gunships. 

Dgstroy thg Outgr 
Pgrimgtgr Flggt 

Your first goal is to capture one of the Hyperspace 
Gates. Reserve a couple of Flak Frigates and two 
Interceptor squadrons to provide a screen for your 
Mothership. Send your main force toward the 
Hyperspace Inhibitor at your Mothership's 10 
o'clock, designated "Zone Alpha." Include your 
Carrier and Marine Frigates, but hold the Marine 
Frigates to the rear of the force. Vaygr units treat 
them as a high-priority target, so you need to clear 
a path for them. 


Your first forces on point quickly take out a 
Minelayer Corvette. You then see that each 
Hyperspace Inhibitor is twinned with a Hyperspace 
Gate, through which reinforcements are arriving. 
Target one of these Cates with your Marine 
Frigates-soon. However, first knock down the local 
Vaygr forces. 

The Vaygr come at you with a mixed bag of ship 
classes: Bombers, Lance Fighters, and Missile 
Corvettes backed by Heavy Missile Frigates. 

Perform group attacks, being careful to dock or 
repair your units as they're weakened. Keep your 
forces on a short leash-you don't want them to 
accidentally destroy the first Hyperspace Cate. 


^ fN |4 B ) Setting pour ships' 
engagement mode 
to 'Tassiue" [[^] 

preuents them from selecting their 
oiun targets. 


Meanwhile, you start to feel the Vaygr punching 
back for the first time. They send small 
detachments of Missile and Laser Corvettes to 
attack your Mothership and harass resourcing 
operations. These never become a significant 
threat, so don't let them distract you. Check your 
local force level occasionally, but focus on your 
main force. 
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When the area is relatively clear of Vaygr, send 
in the Marine Frigate to capture the Hyperspace 
Gate. Task a couple of Bombers to take out the 
Hyperspace Inhibitor here (you must zoom in on 
the asteroid to target the little rock warts). 
Meanwhile, repair any units that require it. 

Clgar thg Zong 

Before you move forward, search and destroy the 
Carrier near the middle Hyperspace Inhibitor. This 
prevents the Vaygr from sending in spoiling raids 
against you. 

Raid on Vaygr Forward 
Rgsourcing Ops 

This part of the mission is optional, but you have 
the chance to capture a Destroyer, so it's well 
worth doing. If you'd prefer to move ahead more 
quickly, just jump to the section marked "Destroy 
All Hyperspace Inhibitors." 

Holding your Marine Frigates in reserve for the 
moment, send the rest of your main force through 
a Hyperspace Gate (they all lead to the same 
place). You end up in the middle-left of the Tactical 
Map, alongside three Vaygr Carriers, a Destroyer, 
and assorted screening vessels. Quickly take out 
the screen, then target one of the Carriers. 


With the path clear, you can now bring through 
your Marine Frigates. Point them at the Destroyer 
(if you have some Marines in reserve, consider 
capturing a Carrier). Capture or annihilate the rest 
of the forces in the area, then dispatch a couple of 
Interceptor squadrons to take out the Heavy 
Missile Platforms in the nearby asteroid belt. You 
find a sizeable resourcing operation nearby; 
destroy it. 

Capture one of the Hyperspace Gates on this 
side so that your force can jump back through. 



Fig. 7 -IS. Moue in close to torget the 
Hgperspoce Inhibitors. 
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Dgstroy All 
Hypgrspacg Inhibitors 

You've dealt with most of the outer perimeter 
defenses now and are ready to move forward. 
Before you do, set all of your units to "Passive 
Rules of Engagement" and have a readied force of 
at least eight Bomber squadrons. Do a research 
upgrade on your Bombers to increase their speed. 

When you destroy the last Hyperspace Inhibitor, 
your entire fleet performs a tactical hyperspace 
jump forward, bringing you within range of the 
Vaygr Command Station. 

Capital Mayhgm 

The Vaygr won't let the Command Station go 
down without a fight. Between you and your 
target is a flotilla of Frigates: Infiltration, Assault, 
and Heavy Missile variants. Fortunately, these ships 
are all relatively slow. 

Let your main force hang back, but quickly send 
your speedy Bombers to the left of the Command 
Station. Here they find a Carrier busily performing 
repairs on the Command Station. Take the Carrier 
down with your Bombers, then target them on the 
Communications Array at the very bottom of the 
Command Station. 


Fig. 7-J3. Rchieue strategic surprise bg 
attacking the lamer superstructure af the 
Caimnand Statian. 

The Vaygr Frigate force moves forward to 
engage your main force. Don't fall for it; there's 
nothing to be gained from this battle. As soon as 
the Bombers take out the Command Station, the 
Vaygr units here are completely isolated. And 
you're long gone, carrying the fight to the Vaygr 
much, much closer to home. 



On to the Next Mission 


Missions 5-8 are full of surprises, advanced technology, and increasingly sneaky tactics. 
Turn to the next chapter to learn how to survive the onslaught. 
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CHHPTER B: SINELE-PiBYER 
MISSIBNSB-B 


Missibn OB: Eererrr 

Having successfully destroyed the Command 
Station in Mission 4, you enter the Gehenna 
system undetected. Your goal now is to retrieve the 
Oracle. The Oracle holds secrets of the past and 
reveals them to help you get through the 
remainder of this saga. 


Mission Objectives 


Primaru 

- Retneue the Dracle 

SBcanilaru 

- Destroys Ua^gr Garrisons 

- Destroys Ua^gr Shipyiard 



Fig. B-J. Mission 5 Tocticol Mop 

1: Initial Deplopment 
5: Resource Zone 
3: Resource Zone 
H: Dracle 

5: Uapgr Mam Fleet 
B: Archer Field 
7: Baker Field 
B: Charlie Field 


Mission Strateau 

This mission is very much a 'divide and conquer" 
level. There are strong Vaygr forces here, but if you 
play things right, you'll take them on piecemeal 
rather than all at once. 

Before you do anything, zoom out to the 
Sensors Manager view to get the lay of the land. 
Your fleet is located in a dust field. The boundaries 
of this dust field are indicated by brown lines on 
the ATI's world-plane. The Vaygr can't detect you 
as long as your ships are hidden inside the field. 
Stray outside, though, and you'll have 40 seconds 
before the Vaygr are alerted (a warning is 
provided, but it doesn't indicate the errant ship 
causing the warning). Once alerted, the Vaygr 
attack in a massive wave. They also start 
harvesting resources and building up a serious 
fleet. Avoid detection to successfully complete this 
mission. Fortunately, the Vaygr garrisons lack the 
ability to communicate in the field. You can 
destroy them without fear of being compromised. 


Controlling the 
mouement of pour fleet 
m the dust field is 
much easier if pou use UJappomts [[^]. 

Vou can also set pour fleet's Tactical 
mode to passiue. This preuents pour ships 
from chasing strap Uapgr craft outside 
the field. 




Rgsourcg Collgction 

There are two resource pockets near your 
Mothership: one at its seven o'clock, another at 
one o'clock. Be careful when you harvest from the 
second pocket. Ships moving to it often leave the 
dust field. Station a Mobile Refinery at this 
resource pocket to keep your Resource Collectors 
from betraying your presence. 
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Alternate Strategy 


Fig. B-S. RIternote Strotegg: Full frontal 
ossoult 


If ^ou luant to reallyj test yjour mettle, 
attempt a bolder approach to this 
mission. Go after the Baker garrison mith 
euerpthing pou'ue got, then do a quick 
dash doiun to the Oracle. Rs soon as 
pou'ue docked pour Marine Frigate luith 
the Oracle, pou haue successfullp 
completed the mission. This approach is 
uerp trickp, hoiueuer. The Uapgr fleet 
starts building up as soon as pou near 
the Oracle's position, and its targets of 






Fig. B-3. Ships leouing the dust field ore soon 
detected. 


Charlig Garrison 

Of the three Vaygr fleets in this mission, the 
rightmost (Charlie) garrison is the weakest. Take it 
out first. If you're detected near Charlie garrison, 
the Vaygr attack from the Archer, and Baker 
garrisons will be slightly more strung out and 
easier to deal with. 


choice are pour Marine Frigates [pou need 
seueral to successfullp complete this 
plop]. Vou also get onip one trp at it. The 
Uapgr forces quickip concentrate, leading 
to a battle of attrition that pou can't mm. 
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Using Waypoints, send a detachment of 
Torpedo and Flak Frigates to the near end of 
Charlie field. Assign one or two Resource Collectors 
to repair duty on your Frigate taskforce. Research 
Improved Torpedoes if you haven't already done 
so. These do 1,520 damage vs. Frigates and 
Capital Ships (as opposed to 380 for the standard 
torpedoes). As soon as Ion Cannon Frigates 
become unlocked, start building these until you've 
reached your Frigate population cap. Improving 
your Frigate armor is also a good bet for this level. 



Fig. B-H. Changing eleuotion luhile mouing. 


Advance toward Charlie garrison in a tight 
formation-the Capital Phalanx Strikegroup is 
great for this. Thanks to all the dust, you don't see 
the Vaygr fleet until you're almost on top of them. 
There is a Heavy Missile Platform here, as well as a 
wing or so of Assault Frigates and Lance Fighters. 
Your forces should easily obliterate them. Waypoint 
them back toward the Mothership and take on 
Baker garrison. 


Firing an Ion 
Cannon in a dust 
field ionizes the 
matter in the field, causing damage to 
euerp nearbp ship. This effect looks like 
lightning and can be extremelp perilous for 
Strikecraft. In this mission, the damage 
caused bp ionization is prettp negligible. 
This IS not the case in multiplaper maps. 


NOTE 


Baker Garrison 

The middle (Baker) arm of the dust field slopes 
gently upward, which can cause some problems 


when you're trying to keep your fleet hidden. 
Fortunately, the ATI can help. Move using right- 
click, and your destinations automatically stay 
within the field, even if this requires an elevation 
change. Also try to move small groups of ships at a 
single time. Large fleets are more likely to stray 
outside the field as they jockey for position. 

Baker garrison is a well-balanced force, consisting 
of Heavy Missile and Assault Frigates backed up by 
Corvettes and Fighters. You also find a Gun Platform 
or two (as always, the strength of the Vaygr fleet is 
dependent on your fleet's strength). 



Fig. B-5. Taking damn a lUeopons Plotform ot 
Baker field. 


Bleed off the Vaygr Strikecraft with your own 
Fighters. Get them to chase you back to where 
your Flak Frigates await them. With these out of 
the way, go in with a heavy Anti-Frigate and Anti- 
Corvette force. If you captured the Destroyer in 
Mission 4, it comes in handy here. If not, include a 
good number of Ion Cannon Frigates in your force. 
Be extremely careful that your ships don't stray out 
of the narrow dust field. Chase them back in if 
they wander-the last thing you want is to deal 
with the combined wrath of several Vaygr 
garrisons. 

Archer Garrison 

Once you've successfully dealt with Baker garrison, 
you're ready to deal with the Archer garrison and 
the Main Battle Fleet that lies beyond. Provide 
your Frigate force with a Pulsar Corvette screen, 
and dispatch it toward the bend in the rightmost 
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Archer field. You may encounter a small Vaygr 
Assault Craft patrol along the way-be careful, it 
can easily lure your ships out of the field's 
protective cover. 



Fig. B-B. Engaging the Uoggr Mom Bottle Fleet. 

Dgstroying thg 
Main Battlg Flggt 

Once you've dealt with the garrison, start moving 
your Carriers up Archer field (when you build ships, 
you want them on station as soon as possible). 
Make sure you have the population limit for Ion 
Cannon or Torpedo Frigates. Gather your fleet at 
the point where the field widens, and take a deep 
breath-the upcoming battle is huge. 

You take significant losses here and may have 
to regroup for a second attack wave. (If you hit 
them hard enough, the Vaygr won't pursue you. 
They will, however, continue building like mad.) 

The Vaygr force here is well balanced, consisting of 
a heavy Frigate contingent backed by Corvettes 
and Strikecraft. There's also a wall of Heavy 
Missile and Cun Platforms arrayed around the 
dig site. There are a few tactics you can use to 
minimize losses. 



Fill ^our build queues unth Ion Cennon or 
Torpedo Fngstes, Pulser Gunships, end 
Bombers. lUhen pour Tleet drops belouj 
the populstion cep, production 
immedistelp stsrts. 

Consider using s Defense Field Frigste or 
tujo to defend pour Frigste force from 
the Uspgr Hesup Missiles. 

Use focused fire on the Uspgr Frigates to 
bring domn their numbers. Take out the 
Heaup Missile Frigates first, then go 
after the Hssault Frigates. Use the 
maximum firing range of pour Frigates to 
reduce the amount of counterfire thep 
take. 

Pull back pour Strikecraft if thep get 
into a mess unth Hssault Frigates or 
come ujithin range of the platforms. 

Deal unth the platforms after pou'ue 
destroped the bulk of the Uspgr forces. 
Vour heaup-ujeapon Frigates outrange 
them, so pou can attack ujith impunitp. 



Fig. B-7. Standoff attack on the Uoggr Corner 

Once you feel the pressure easing, it's time to go 
after the Vaygr Production Facilities. Your Frigates 
are perfect for this task; Bombers are best assigned 
to take out subsystems. Besides the Shipyard, the 
Vaygr have a Carrier and a robust resourcing 
operation lurking near their resource pocket. Search 
and destroy. At the same time, command your 
Marine Frigates to dock with the Oracle dig site. 
They're the Vaygr's priority target, but you should 
be able to deal with the units straggling out of the 
Vaygr docks without too much difficulty. 
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Fig. B-B. Marine Frigates slip inta pasitian at 
dig site BB3 ijuhile the battle rages. 


You successfully complete the mission as soon 
as you dock a Marine Frigate with the Oracle dig 
site. Once the Oracle is returned and integrated 
with the Hyperspace Core, it immediately causes 
an anomaly It seems the Oracle wants to guide 
you somewhere. To find out more, you must 
continue with Mission 6. 
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Mission DE: — ' 
kOROS Erhvevhro 


For unknown reasons, the Oracle has hyperspaced 
your fleet into a region filled with the ruined hulks 
of ancient ships. As the Oracle prepares for 
another jump, there is little to do but watch and 
wait-and build up your Frigate force. 


nission Objectives 


- Begin Resourcing Dperetions 

- Defend the Fleet 

- Seluege the Derelict Ship 

- Begin Hnti-Mouer lUeepon Enhencement 
Reseerch 




Fig. 8-3. Mission 8 Tocticol Mop 

1: Initiel Deplop Position 
S: Mouer Spemning Debris 
3: Second Ststion 
H: Mouer Spemning Debris 
S: Third Ststion 
6: Mouer Spemning Debris 
7: Rendezuous lUrecksge 

Missian Stmtegu 

This mission is often described as the most difficult 
to complete in the entire single-player campaign. If 
you go about it the wrong way, it is difficult if not 
impossible to prevail. With the right approach, 
however, it becomes much more manageable. This 
mission is a classic example of how to use a 
combined-arms approach to succeed where no 
single ship type could. 
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Who Callgd thg MovgrsP 

You encounter your first Progenitor ships here. 
Called Movers, these ships are Corvette-class 
vessels-the Progenitor equivalent of your Resource 
Collector. There is one significant difference 
between a Mover and a Resource Collector though: 
in one-on-one combat, a Mover can quickly destroy 
any Frigate you've got. 

The mission begins with an eight-minute 
countdown as the Hyperspace Core charges for a 
jump. Immediately begin building Ion Cannon and 
Torpedo Frigates, as well as Interceptors. 

Retire any Marine or Flak Frigates to maximize 
the number of heavy-weapon ships you can field. 
Get your Resource Collectors working the nearby 
resource pocket. They'll be left alone if you handle 
everything else correctly. Researching a hull 
upgrade for your Mothership is also highly 
advisable, as she can take quite a beating here. 



Fig. 8-18. Combined force ottock ogoinst the 
Mouer ujoue 


Very shortly, you receive a message about 
signals emanating from nearby ship debris- 
Movers. Position your Frigates in a Capital Phalanx 
Strikegroup to bring them into a tight formation, 
and bring up your Interceptor screen. 

You can exploit a weakness in the Mover targeting 
sequence to help you survive this level. Although the 
Movers can cut through Frigates with ease, they'd 
much rather attack Strikecraft. Fortunately, they're 
not all that effective against Strikecraft. With the 
Interceptor screen distracting the Movers, you can 
use focused fire to quickly reduce their numbers. It's 
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imperative that you destroy this first wave before 
reinforcements arrive; otherwise, your fleet will 
quickly be reduced to rubble. 

Subsequent waves of three or four Movers 
appear one after another. Your goal now should be 
to prevent their numbers from increasing. Continue 
to direct your Frigates with focused fire while the 
hyperspace countdown continues. 

Harvesting 

If you don't come into this mission with a healthy 
sum of RUs, it's easy to go broke building 
Interceptor squadrons to replace the ones the 
Movers destroy. As soon as the first resource pocket 
is exhausted, send your Resource Collectors and a 
Mobile Refinery to the resource pocket near the 
map's center. Once you've exhausted this, there's 
another resource zone near the Mothership's third 
station. The Movers put a low priority on Resource 
Collectors-as long as there are Strikecraft around 
to pursue. 


Another trick to use m 
this mission is to dock 
pour Strikecraft luith 
the Carrier using the Launch Manager, 
then set the Carrier to "'Stap Docked." 
This protects pour Strikecraft from fire 
luhile the Capital Ships duke it out luith 
the Mouers. 


'oap 



Fig. B-JJ. Mouers seriously domoge the 
Mothership in uerg little time. 

Second Station 

Once the countdown reaches zero, the Oracle 
jumps the Mothership to the very center of the 
Tactical Map, where it begins a nine-minute-plus 
countdown to a second jump. The Mover attacks 
on your Frigate force immediately dry up when this 
happens. Reposition your Frigate force toward the 
map's center. It's important that you get your 
Strikecraft on station as soon as possible. Movers 
start attacking the Mothership, and she's in no 
position to defend herself. 




Fig. B-IS. More Mouers emerge from their 
hiding pieces. 


You don't face a massive attack wave here, but 
it can be easy to fall behind. Mover numbers 
quickly add up. Continue to use focused fire, and 
don't let your Strikecraft wander too far from the 
Frigates as you run down the clock. 

Thg Tipping Point 

Soon after the Mothership is repositioned, you 
receive a message about a disabled Mover that's 
been located. Retrieve this immediately-it helps 
//??/??e/75e/y against the Movers. Dispatch two 
Resource Collectors to retrieve it, along with an 
escort of three Interceptors to distract the Movers, 
which are guarding their fallen comrade. 



Fig. 8-13. Hetrieuing the disobled Mover 


A few seconds after your Resource Collectors 
return the damaged Mover to the Mothership, new 
research becomes available (it appears as "Anti- 
Mover Weaponry" under the Capital research menu 
as Mothership-related research). Start researching 
immediately. 


Prima's Official Strategy Guide 


The Anti-Mover tech effectively reduces the 
Mover hull points by 80 percent, making them 
much easier to destroy. It's a good thing too, since 
they start coming in fast and furious now. 

Third Station 

With the second jump, it becomes apparent that 
the Oracle is zeroing in on a location of some 
unknown significance. It appears that you are 
nearing this location, as the Mothership begins 
moving toward a derelict hulk at hull speed. 


!l 
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Fig. B-1H. The Brocle brings the ivreckoge 
bock online. 


The third station is literally surrounded with 
Mover-spawning debris. Movers immediately set 
upon the Mothership. Bring your 
Interceptor/Frigate force up to engage. If the 
Mothership starts taking serious damage, assign 
your Resource Collectors to perform repairs. With 
the increased effectiveness of your weapons, 
focusing fire on a single Mover becomes overkill. 
Break your Frigates up into attack groups of four 
or five, and set up a killing field around your 
Mothership. 

The mission is successfully completed as soon as 
your Mothership approaches the still-functioning 
derelict. After exchanging messages with the 
Oracle, the ruined ship transmits a message that 
deactivates the Movers. It seems the Oracle and 
Progenitors might not be so hostile after all. The 
Oracle releases control of the Hyperspace Core as 
you're provided with the location of a Progenitor 
relic. Your fleet enters hyperspace to investigate 
this discovery. 
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Mission ni: 
Proeenitor Foundry 

Your quest to find the Progenitor Dreadnaught is 
interrupted by quantum distortions, which pull 
your fleet out of hyperspace. You emerge to find 
yourself surrounded by radiation-emitting debris. It 
is this debris that has aborted your jump. In order 
to continue, you must destroy it all. 


Hission Objectives 


- Inuestigate Derelict Hulks 

- Build Mouers to Clear Debris 

- Clear Debris 

- Destroy Ua^gr Farces 



Fig. 8-15. Mission 7 Tactical Mop 


1: Initial Deploy Position 

S: Point HIpha 

3: Point Brauo 

H: Point Charlie 

R: Resource Packets 

E: Radiation-Emitting Debris 

Missian Stmtegu 

This Mission plays out like the classic "Ambush in 
the Gulch" scenario of western lore. In this case, 
the walls of the "gulch" are formed by the 
radiation-spewing debris. This radiation is powerful 
enough to quickly destroy your largest ships of the 
line, so it effectively limits your fleet's freedom of 
movement (the radiation's "line of death" is 
displayed as a series of brown circles on the ATI's 
world-plane). The role of the "bandits" is played 
here by several radiation-hardened Vaygr 
taskforces, along with Progenitor Movers. 

Timing is the key to success in this mission. If 
you move too aggressively, you'll end up chasing 
your foes into the radiation cloud, experiencing 
heavy losses as a result. If you move too slowly, the 
Vaygr forces will start hitting you from all sides. 

Left without any safe resourcing operations, your 
forces will quickly suffer attrition. Fortunately, you 
don't have to let this happen. 
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Fig. B-JE. Soluoging debris con be o 
lucrotiue effort. 


Exploring thg Dgbris 

As the Mission starts, you're instructed to send a 
Probe to explore the debris. The deployment of the 
Probe triggers events, so if you don't have a strong 
Anti-Capital force (two Destroyers and a strong 
contingent of improved Torpedo Frigates and Ion 
Frigates will suffice), start harvesting and building 
up before you dispatch it 
Your Probe detects the Progenitor Movers 
lurking near the debris, and this unlocks your 
ability to build Movers of your own. Build a Mover 
Facility, then immediately queue up 10 of these 
ships. If you don't already have a Defense Field 
Frigate, build one and assign it to guard your 
Frigate force. 



Fig. B-17. The first friendig Mover leoues the 
lounch bog. 


Rgsourcing 

There are two resource pockets available to you at 
the start of the mission. Others exist, but they 
require you to clear some debris before you can 
move in your Resource Collectors. 

The resource pocket at your Mothership's seven 
o'clock is relatively safe. Deploy at least half your 
available Resource Collectors here. Another pocket 
is off your Mothership's one o'clock position. This 
area is a little more contentious, as a Vaygr 
taskforce eventually positions itself nearby. If you 
decide to harvest this pocket, watch for the 
taskforce's arrival so that you can pull back. 

Dgstroying thg Probg 

You receive an alert announcing the arrival of a 
Vaygr Probe. Dispatch a single Interceptor 
squadron to destroy it. Although it's impossible to 
prevent the Vaygr from finding you here, the 
Probe's destruction delays their arrival by a couple 
of minutes. 

Dgstroying thg Dgbris 

An Intel Event instructs you to use Movers to 
destroy the debris. Movers are immune to the 
radiation, and they're also very proficient at 
destroying debris-at least 10 times more effective 
than any other ship you can field. 


Mouers haue their oiun 
population cap, so 
thep don't affect pour 
abilitp to field other tppes of ships, 
flliuaps keep a maximum number of Mouers 
on hand; thep're a uerp effectiue 
Coruette-class ship. 


'oa? 


As soon as you've built six Movers, you can start 
clearing the debris, leveling the playing field for 
the rest of the mission. Locate the resource pocket 
to your Mothership's three o'clock. Assign a control 
group to your Movers and order them to attack the 
nearby debris. Keep an eye on them though. As 
they come within sensor range, you find three 
Movers on guard duty, futilely attempting to 
rebuild the Progenitor ship from its wreckage. Use 
focused fire to quickly take down the Movers. 
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llJhile there are many 
pieces of debris on 
this map, the onlp ones 
pou must take doiun are the seuen large 
hulks indicated bp a ''pmg" icon on pour 
Sensors Manager. Three Progenitor 
Mouers guard each of these hulks. 


1j^ 


Once you've constructed some additional 
Movers, send a single ship to clear the debris at 
your Mothership's four and five o'clock. There are 
no Progenitor ships guarding these hulks, so a 
single ship is sufficient. Assign the rest of your 
Movers to take out the hulks at your Mothership's 
two o'clock position. There are three Movers here, 
so use focused fire and superior numbers to swing 
the battle and avoid losses. As soon as you've 
cleared the field here, start clearing the debris off 
your Mothership's eleven o'clock-only go after the 
smaller, "non-pinging" debris for now. 



Fig. B-18. The Uoggr fllpho taskforce 

€NT6R the Vaygr 

An Intel Event now announces that the first Vaygr 
taskforce has arrived. Backed by a Carrier and 
Destroyers, this taskforce takes up a position near 
the spot marked "Point Alpha" on the Tactical Map 
and assumes an aggressive posture. Ignore the 
taskforce for now. If you attempt to engage, it'll 
just pull your forces into the radiation. Instead, let 
the enemy come to you. 

The computer opponent in this mission is 
extremely aggressive, almost foolishly so. If you let 


it build up, this becomes a problem, as you'll be 
facing continuous attacks from all sides. By selec- 
tively placing your blows, however, you can beat 
the Vaygr back before they get a chance to 
overwhelm you. In this situation, their aggres- 
siveness only serves to leave their core assets 
undefended, giving you opportunities to inflict the 
final blows. 



Fig. B-J3. B Corner without on escort is just 
scrap waiting to happen. 


Holding Ground against 
Alpha Taskforcg 

The Vaygr Alpha taskforce starts streaming in for 
the attack on your Main Battle Fleet. The attack 
consists of Destroyers and Frigates, supported by a 
small Strikecraft contingent. Use Interceptors and 
Pulsar Cunships to deal with the Strikecraft threat. 
Put your Anti-Capital force into a Capital Phalanx 
formation, and rain focused fire down on the Vaygr 
Frigates and Destroyers. Use your Defense Field 
Frigate to reduce the effects of the Vaygr 
Destroyers. 

With this taskforce destroyed, the Vaygr Carrier 
at Point Alpha is completely undefended. If you 
have the resources for it, you can defeat this 
taskforce now. Send in your Movers on an anti- 
radiation mission, then bring in some Bombers to 
take down the Carrier. Only do this if you have 
enough ships to simultaneously engage the second 
Vaygr taskforce. It can be beneficial to let this 
taskforce survive for a while, however. The Vaygr 
attack any Progenitor Movers they encounter, 
which means less work for you down the road. 
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lUhen your ships 
destroy debris on this 
mission, they actually 
just break it doiun into smaller, nonra- 
dioactiue pieces. Vour Resource Collectors 
can haruest this scrap. Rlthough the 
trauel distances are greater. Resource 
Collectors don't mine scrap— they just 
grab a piece and head for the Mothership. 

Some of the scrap pieces are luorth 
ouer 1,DDD RUs each, so this can be a uery 
lucratiue endeauor. 




COUNTGRATTACK AT POINT BrAVO 

The second Vaygr fleet appears at "Point Bravo" on 
your Tactical Map. This is the smallest of the three 
taskforces, but it still has at least one Destroyer and 
a Carrier. As soon as you've eliminated the Strikecraft 
threat from Alpha taskforce, run your own Strikecraft 
to the resource pocket at Point Bravo to provide 
some point defense. Reinforce them with your Anti- 
Capital force as soon as they've cleared the rest of 
the Vaygr Alpha assault. With the debris cleared 
from this area, the Vaygr's primary advantage is lost. 
By fielding superior numbers against them, you 
should achieve local superiority at minimal cost. 

Make certain that you destroy the Vaygr Carrier 


lurking nearby, or you'll soon be facing another wave 
of bogeys from this point. If you're not already doing 
so, you can now safely start harvesting from the 
resource pocket near Point Bravo. 



Fig. 8-EO. The Shipyard at Point Charlie 
doesn't houe o chance. 


Thg Swggp into Charlig 

Before you've cleared the field at Point Bravo, you 
see Vaygr Strikecraft coming in from Point Charlie. 
These are the lead elements of the third and final 
Vaygr taskforce. Once again, the Vaygr fleet 
commander is committing forces to battle without 
regard for force composition or fleet integrity. 
Learn from this. 



pnmagamGS ■ com 




Keep pour ship- 
building queues full to 
replace pour losses. 
Vou don't haue to moue the replacement 
ships to join pour combat fleet. Thep 
prouide a handp defensiue screen for 
pour Mothership in case the Uapgr from 
Point Alpha launch a second attack. 


■ijap 


While your Strikecraft clean up the Vaygr 
fighters, swing your Capital Ships toward Point 
Charlie. You encounter Frigates steaming toward 
you. With their escort strung out ahead of them, 
they easily fall to your Anti-Capital force. 

The final line of defense from Charlie taskforce 
is a Destroyer. Oblivious to the fact that its escort 
has been annihilated, the Destroyer continues on 
the warpath toward you. It makes an easy target 
for either your Bombers or your Frigates. 



Fig. B-EJ. Rnother lone Copitol Ship suffers 
its final blows. 


A Dglicatg Balancg 

The timing at this point of the mission is very 
delicate. If you haven't taken out the Alpha 
Carrier yet, it will have rebuilt a Frigate force by 
now. This force moves forward slightly, trying to 
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lure you toward a fiery death in the radiation 
clouds. Once it's built up its strength to seven 
Frigates, it launches a spoiling attack against you. 
Anticipate this move so that you're not fighting 
two battles at once. 

Continue your sweep toward Point Charlie. 

By the time you get on station, you've cleared all 
the local Vaygr forces and come within sensor 
range of a Vaygr Shipyard sitting alone in the 
dark. This Shipyard has the only Vaygr Capital 
Facility, so its destruction represents the real 
tipping point in this battle. This also secures the 
resource pocket at your Mothership's three o'clock 
position. Clear out any Vaygr Resource Collectors 
still wandering around. 


The CPU automatically 
haruests all auailable 
resources for you at 
euery mission's end. It does not, hoiueuer, 
recognize the debris as an RU source until 
you'ue broken it doiun to saluageable 
chunks. To maximize your resource 
collection from this mission, destroy all 
the smaller debris pieces before you 
destroy all of the radiation-emittmg ones, 
since this triggers the end of the mission. 



Fig. B-EE. The final engagement at Point RIpho. 


Rgturn to Point Alpha 

While you've been busy with the other two taskforces, 
the Carrier at Point Alpha has been rebuilding a 
Frigate taskforce. Yes, the Vaygr still want to play. 

This time, though, it's your turn to deal. 





Fig. 8-E3. This piece of debris is the onig 
indestructible one on the mop. 


Bring your Main Battle Fleet back toward the 
Mothership and hold it there. If you haven't 
already done so, bring your Movers in to clear the 
debris at Point Alpha. This catches the attention of 
the Vaygr Frigates, and you may suffer slight 
losses. Pull your Movers out as soon as the Vaygr 
Carrier is exposed. It's time for the takedown. 

Move your entire Main Battle Fleet toward Point 
Alpha now, engaging the Vaygr Frigates with 
concentrated fire as they come within range. The 
only Vaygr force on the map is the Carrier at Point 
Alpha. Obliterate it. 

Clearing thg Map 

Your work still isn't over-not until you clear all the 
radiation-emitting debris. Rebuild your Mover force 
until you have the maximum number of 10 ships, 
and always use focused fire on the Progenitor 
defenders. Since they're Corvette-class vessels. 
Movers can dock with Capital Ships for repairs. 

As soon as you've destroyed the last of the 
seven "pinging" pieces of debris, your fleet's 
hyperspace ability is restored. You immediately 
make the jump to find the Progenitor 
Dreadnaught. 
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Mission OB: 
Brehonhueht Berth 

If an invulnerable enemy has ever sniped you, then 
you know how infuriating it is. If not, you get a 
taste of that experience in this mission. There's 
really only one enemy ship to worry about here, 
but that doesn't make it any less tense. 



Fig. B-SH. Mission B Tocticol Mop 


1: Initial Deploy Position 
S: Dreadnaught Berth 
3: Trigger Deuices 
H: Progenitor Pomer Module 

Mission Strategu 

To successfully complete this mission, you need 10 
Movers and a Defense Frigate or two. A strong 
Anti-Corvette contingent is also handy-build 
Pulsar Corvettes and Torpedo Frigates for this role. 
Assign a control group to your Movers, and set the 
Defense Field Frigate to guard your Capital Ships. 

Investigating the Wreckage 

As the mission starts, you're instructed to send a 
Probe toward a piece of wreckage. You can do this, 
or move your Mothership there instead. It takes the 
Mothership longer to make the trip, but this may 
save you a Capital Ship or two later in the mission. 


The wreckage has a guardian. As soon as any of 
your ships enter its sensor range, this guardian-a 
Progenitor "Keeper" ship-awakens. 



Fig. B-S5. The Keeper understonds. 


The Keeper immediately starts spawning Attack 
Drones. The Drones take up a patrol position 
around the Dreadnaught, arranging themselves to 
repel all interlopers. Order your Movers to dock 
with the Dreadnaught, and move up your Anti- 
Corvette force to provide some screening against 
the Drones. 

Resourcing 

This mission is pretty sparse on the resource side of 
things. While there are several small resource 
pockets scattered throughout the map, this can be 
a distraction from the main focus of the mission. If 
at all possible, let the CPU automatically get these 
resources at the mission's end. This also frees up 
your Resource Collectors to perform repairs when 
the Keeper strikes. 



Fig. B-SB. Mouers position to get the 
Breodnought underujog. 
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Towing thg Drgadnaught 

It takes six Movers to tow the Dreadnaught. As 
your ships move into place, the reserve force of 
four Movers goes along with them. The Drones 
immediately start taking potshots at the Movers- 
their highest-priority target. Keep an eye on this. If 
a Mover is destroyed while the tow is underway, 
the Dreadnaught stops moving. Order one of your 
reserve Movers to replace the fallen ship. 

Slowly but surely, the Dreadnaught makes its 
way to dock with the Mothership. Be careful that 
there's no debris near the Mothership's starboard 
side, as this can interfere with the docking. And just 
about now, when everything is going right, you first 
experience the full extent of the Keeper's wrath. 


Engaging thg Kggpgr 

The Keeper is a strange and horrible ship to 
encounter in combat. It packs an offensive punch 
roughly equivalent to a Battlecruiser and is almost 
completely impervious to damage. Sustained fire 
from a heavy-bore Anti-Capital fleet barely dents 
the thing. Even if you coiz/c/ critically wound it, 
delivering the coup de grace is impossible. The 
Keeper just vanishes into another dimension, only 
to return moments later, fully repaired. 

Fortunately, the Keeper's attitude toward 
combat is just as unusual as every other aspect of 
the ship. It targets Destroyers first, then Carriers, 
then your Mothership. Once it destroys a single 
ship-or has drained its own weapons-it "winks 
out" for a brief period of time. It then tends to its 



brood of Attack Drones, replacing any losses you 
may have inflicted on them. You never lose your 
entire fleet to the Keeper, but it can diminish your 
Capital forces if given a chance. 

A single attack from the Keeper is enough to 
destroy anything smaller than a Mothership. 

Assign Resource Collectors to perform repairs while 
you bring a Defense Field Frigate into play. There's 
little more that you can do, other than just harden 
yourself for the attack. 


for docking. 


MO 
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Another lua^ to deal 
ujith the Keeper is to 
use a massiue EMP 
attack. Vou need a full complement of IH 
Scout squadrons to accomplish this, as 
luell as some expensiue research, but the 
Keeper con be temporarily disabled by 
such an attack. Unfortunately, Marine 
Frigates refuse to attempt a boarding 
action, so capture is impossible. 


Trapping thg Kggpgr 

As soon as the Dreadnaught has docked with the 
Mothership, send your Movers to the position 
marked "Trigger Devices" on the Tactical Map. If 
you've cleared the skies of Attack Drones, move 
your Anti-Corvette force to the near side of the 
Power Module. Once your researchers have 
analyzed the Dreadnaught, you're notified that 
your engineers have discovered a way to disable 
the Keeper. By activating the Progenitor Power 
Module with three Triggers, you can "overload" the 
Keeper. Build a Probe and send it to where your 
Movers await. (Ships' sensors aren't rigged to 
identify the Triggers). 

Assign three Movers to retrieve each Trigger. Only 
one is required to actually tow the device, but the two 
reserves are handy if the Drones manage to inflict 
losses. The Movers automatically start dragging the 
Triggers toward the Progenitor Power Module. 


Of course, the Keeper doesn't sit still while this 
goes on. It now winks in at the center of the Power 
Module, releasing a double helping of Attack 
Drones to intercept your Movers. Engage the 
Drones with your Anti-Corvette force. You may 
suffer the loss of a Mover or two, but the reserves 
should immediately resume the task. 



i ) 

/ 


Fig. B-SB. The Fouier Module is octiuoted. 

As soon as all three Triggers are in place, the 
Power Module sparks into life. The Keeper is 
immediately trapped, and you've successfully 
completed the mission. Sensor readings indicate 
that the Keeper will soon explode, so the fleet 
performs an immediate hyperspace jump. You 
now have a Progenitor Dreadnaught as part of 
your fleet. 


EONCLUSmN 

You've now completed the first half of the single-player campaign. Armed with the Progenitor 
Dreadnaught, your fleet is ready to deal with just about anything the Vaygr can throw at you. It is now 
time to take the battle to Makaan. In the next chapter, we'll take you through the gauntlet. 
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CHHPTER 3: SINELE-PLHVER 
MISSIONS a-13 


Mission DO: 

CORNTERRTTREk 

Captain Soban manages to communicate the 
position of the Vaygr Main Battle Fleet. Armed 
with the incredible firepower of the Progenitor 
Dreadnaught, your fleet hyperspaces in to join the 
fray Before you can deliver the decisive blow, 
however, the Dreadnaught's main weapon-a 
Phased Cannon Array of immense destructive 
power-suffers a misfire, severely damaging the 
crown jewel of your fleet. 


nission Objectives 


- Defend the Dreedneught. 

- Bring the Dreadneught's engines back 
online. 



Fig. 3-1. Mission 3 Tocticol Mop 


1: Initial Deplovi Position 
S: Nabaal Shipyard 
3: Uapgr Shipyard 
H: Uapgr Hpperspace Gates 


Missian Strategu 

Take a deep breath before you begin this mission 
because you probably won't have time later. To 
succeed here, you must survive multiple assault 
waves inbound from all points of the horizon. As if 
that weren't bad enough, you also have to tangle 
with multiple taskforces. These hyperspace in 
almost on top of your position. 

Your biggest danger is letting your fleet become 
strung out. You don't have sufficient forces to 
dominate much more than a single point on the 
map, so chasing the enemy results in a loss of 
local superiority and quickly stretches your 
resources to the breaking point. Instead, focus on 
developing local superiority within the small space 
you can control. 

Rgsourcing 

The safest resource pocket on the map is located at 
your Mothership's six o'clock, angels-high. There's 
another one located at 12 o'clock, devils-low. 



Fig. 3-E. The Dreodnought lists helplessig. 

Saving thg Drgadnaught 

The Dreadnaught begins this mission as a helpless 
cripple, with both engines and weapons disabled. 
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Immediately send in six Resource Collectors to 
perform initial repairs so that she can move under 
her own power. You must also eliminate the 
immediate threat posed by the Vaygr Destroyers 
and Frigates off your Mothership's bow. Once 
again, assign a control group to your Frigates, and 
lay down the focused fire with a vengeance. 
Consider building a Defense Field Frigate or two to 
protect your Capital Ship formations. You should 
also build a Fire Control Module on your 
Mothership. The fur balls are on their way. 


NOTE 


Fire Control 
Toiuers create a 
Sphere of Effect. 
lUithin this sphere, friendlp ships receiue 
a 15-percent bonus m their ability to hit 
their targets, as luell as m the amount of 
damage inflicted. Tiuo toiuers luith 
ouerlappmg spheres prouide double the 
bonus. This giues pou a 30% increase m 
the amount of damage each of pour ships 
inflicts. [Thirtp percent is the maximum 
possible bonus— further Fire Control 
Toiuers do nothing]. 



Fig. 3-3. Fight near the Mothership once 
gou'ue built the Fire Control Tower. 


Completing Repairs 

Once your Resource Collectors have brought the 
Dreadnaught's engines online, further repairs 
require the use of a Shipyard. An Intel Event 
announces that one is on its way. 


Move the Dreadnaught toward your 
Mothership's six o'clock-this is where the Shipyard 
appears. Bring your entire Anti-Capital force along 
as well, since you're not the only one who will 
notice the Shipyard's arrival. Meanwhile, create 
two mixed control groups of Bombers and Movers. 
Move these to your Mothership's twelve and three 
o'clock positions, just on the edge of your 
Mothership's sensors range. 

Since you're right in the middle of the Vaygr 
positioning area, Vaygr craft start streaming in 
from every direction. For the most part, these are 
easily handled with "onesies and twosies," but the 
pacing can quickly become daunting if you allow 
their numbers to build up. A strong mixed Corvette 
detachment can help you quickly get on point to 
deal with these. 



Fig. 3-3. Uictorg is born of mong smoll 
successes. 


Because pou're facing 
attacks from all sides, 
it's helpful to extend 
pour sensors' range so pou can get the 
appropriate defensiue lines into position. 

R great and cheap map to do this is to 
dispatch Probes. Don't send these uerp 
far— just to the edge of pour Mothership's 
sensor range is sufficient. [Sending them 
out farther onlp increases the likelihood 
of the Uapgr destropmg them, and 
besides, pou can't respond to distant 
threats anpiuap.] 


'oap 
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Surrounded by Hyperspace Gates 

Four Vaygr Hyperspace Cates now move into 
position near your Mothership and station 
themselves at all four points of the compass. With 
your Bomber/Mover forces, quickly take down the 
gates at your twelve and three o'clock positions. 
Small numbers of Vaygr Strikecraft quickly come 
through the gates. Deal with them using your local 
forces wherever possible. 


There's a Uapgr 
I Shipyard near 

the resource 

pocket located about 30 clicks off your 
Mothership's starboard boiu, angels-high 
If you leaue it alone, it luill continuously 
churn out Destroyers luhile serumg as 
the drop-off point for a resourcing op. 

The Shipyard is quite a mays off, 
so engaging it may stretch your forces 
somemhat. But if you uuant to go on the 
offensiue for once, this is the place 
to do it. 

If you go, be sure to bring Bombers. 
The Shipyard has a Hyperspace Module, 
and it simply jumps aiuay if it feels it's 
getting the short end of the stick. Take 
out the Hyperspace Module first so that 
it stays put. 



Fig. 3-5. Defending Nobool Shipgord. 


Nabaal Arrives 

The Shipyard Nabaal hyperspaces in at your 
Mothership's six. Immediately order the 
Dreadnaught to dock with her. A medium-sized 
Vaygr Anti-Capital taskforce soon moves in for an 
assault on the Shipyard. Your own Anti-Capital 
fleet should soon be on station. As always, focus 
fire your way to victory, and go "shields up" against 
the Destroyers. Retask a Resource Collector from 
the nearby resource pocket to perform repairs on 
the Shipyard and your fleet. Keep these ships on 
station-another Vaygr Destroyer is still coming in 
on the same vector. After you destroy this, feel free 
to dispatch a small Bomber and Corvette taskforce 
to explore toward your Mothership's six. There's a 
Vaygr Hyperspace Cate here, and that can't be 
good. Send a Destroyer or two back toward your 
Mothership to provide a stiff Anti-Frigate defense. 
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"ON6SI6S AND TWOSIES" 

Small numbers of Vaygr ships continue to stream 
in, trying to find vulnerable targets. Keep an eye 
out for these, and send only the amount of force 
you need to deal with the threat. Dispatching all 
your Corvettes to take down a single enemy 
Bomber squadron will quickly leave you exposed 
elsewhere. Minimize your losses by docking 
Strikecraft squadrons when they're damaged, and 
by repairing your Capital Ships. 

Repairing the Dreadnaught 

Once the Dreadnaught arrives at the Shipyard, 
you're notified that it will take 15 minutes to 
complete repairs. Yes, that's 15 minutes while the 
Vaygr forces coordinate their attacks on your 
position. Hunker down and keep your forces 
together; stragglers can easily become fodder in 
this "target-rich" environment. 

The Onslaught Begins 

You've already dealt with the Destroyer to your six 
o'clock. Check your twelve o'clock to find another 
one inbound, supported by Strikecraft vectoring in 
on your two and eleven o'clock. If you can quickly 
squeak some Bombers in before the escort arrives, 
you can bring down the Destroyer with little fuss. 
Otherwise, wait until your own Destroyers reach 
engagement range. You have a brief respite from 
any major attacks now; use it to repair/dock your 
ships for the coming onslaught. 
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Fig. 3-B. The Destroger's escort orriues just 
0 moment too lote. 


Forward Resourcing Op 

If the Vaygr have the resources for it (depending 
on your fleet size), they often send an assault 
against the resourcing op off your Mothership's 
port side. Because of the "vertical" travel distance 
involved, you can let them travel part of the way 
toward you before moving in with Bombers. Your 
Resource Collectors can also outrun the Frigates 
and Destroyers if you don't have the resources to 
defend this point. 

Carriers Inbound 

Three Carriers now hyperspace in. They appear 
about 1 5 clicks from your Mothership, at your two, 
four, and eight o'clock positions. Swing your "rear" 
Anti-Capital force from the Shipyard around to 
deal with the one at eight o'clock while your 
forward Anti-Capital fleet moves against the four 
o'clock position. The Carriers start launching 
Strikecraft immediately, so have some Corvettes on 
hand to deal with these. 



Fig. 3-7. Not o long bottle— Destrogers 
engoge o Uoggr Corner. 


Carriers Inbound: Second Wave 

Two more Carriers now hyperspace in at your three 
and nine, angels-high, filling the skies yet again 
with Vaygr Strikecraft. Let the Strikecraft come to 
you (remember the Sphere of Effect for your Fire 
Control Tower), then send in every Bomber you've 
got-first taking out one Carrier, then swinging 
across to the other. Don't use Destroyers or 
Frigates for this task; move them to just off the 
Mothership's bow and check damage. 
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There are a great 
number of Uayjgr 
Capital Ships in this 
mission, and manp of them can be isolated 
from their escorts luith little effort. Use 
pour Marine Frigates to pick up a couple 
of extra Destropers, if pou still haue 
room in pour fleet. Euen the Carriers are 
useful as cannon fodder for a little luhile. 
Let the Uapgr Bombers cheiu on Uapgr 
metal to giue pour oiun ships a bit of a 
free ride. 




either side, attempting to reach the Shipyard and 
take out the Dreadnaught. Even without any 
escorts, you should be able to take them down 
with minimal losses. 

And that's it. You've succeeded in turning 
around a bad situation. The Dreadnaught is 
almost fully functional, and for the first time, 
you've defeated a massive Vaygr Battlefleet on its 
own ground. 



Fig. 3-3. Not o good dog to be o Uoggr 
RdiJiirol. 


AL6RT 



Fig. 3-8. Uoggr Bottlecruiser uuith inbound 
Bomber horde. 

Third Wavg’s thg Trick 

Just when you were becoming proficient at taking 
down Carriers, the Vaygr switch tactics and 
hyperspace in a horde of Super Capital Ships. This 
attack is led by a Battlecruiser off your 12 o'clock, 
flanked by a team of Destroyers on either side. 

Although your Dreadnaught is now repaired, 
she's a bit too slow to join in the fun this time 
around. And fortunately, the same 
tactics that work against isolated 
Carriers work just as well 
against Battlecruisers. Send 
in the Bombers. 

While the Battlecruiser 
moves in on a collision 
course with your 
Mothership, the 
Destroyers try to flank 


Before you can break out the bubbly, an incoming 
message warns you of a dire situation. Before 
being captured. Captain Soban warns that the 
Vaygr have found the location of Balcora Gate. 
Fortunately, the location device aboard Soban's 
ship provides you with the same information. At 
the ready, your fleet enters hyperspace to intercept 
Makaan. 
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Mission W: The 

kEEPERS OF SHJUUk 

Something has gone terribly wrong. A spectacular 
power of some sort has pulled your entire fleet out 
of hyperspace while en route to rescue Captain 
Soban. It is the Progenitor Keepers, the night- 
marishly powerful craft encountered in Mission 8. 
But now there's more than one of them, and they 
are hell-bent on destroying your fleet. 

You're in the middle of a galactic wasteland, 
and there is no escape. Either you or the Keepers 
will be destroyed. Unfortunately, as you've already 
learned, the Keepers are invulnerable. You won't 
survive without help. 


Hission Objectives 


- Defeat the Keepers. 

- Repair the Dreadnaught. 

- Defend Bantus. 



Fig. 3-10. Mission JO Tocticol Mop 

1: Keeper Hmbush 

S: Staging Hrea 

3: Bantus 

H: Resource Point RIpha 

Missian Stmtegu 

Anything smaller than a Destroyer evaporates 
almost immediately when under fire by a Keeper 
and its Attack Drones. Offensively, your fleet 
should contain at least four Destroyers, more if 
possible. Defensively, you want at least eight 
Resource Collectors for repair duty. These are the 
backbone of your fleet in this mission-lose them 
and you've lost the war. Supporting them should 


be several wings of Pulsar Corvettes and Torpedo 
Frigates to engage the Drones and harass the 
Keepers, and Defense Field Frigates to protect your 
Torpedo Frigates. A pair of Mobile Refineries is 
useful as well. 

Dugling thg Kggpgrs 

The Progenitor Keepers possess horrific offensive 
and defensive capabilities. The Drones they 
launch-while small and possessing only Corvette- 
class armor-fire ordnance on par with most 
Capital Ships. Worse, every time you defeat the 
Drones, the Keepers just generate more. 

The Keepers themselves fire powerful weapons 
akin to Ion Cannons. However, they may do so 
from any angle, eliminating the delay that many 
ion-capable ships require to orient themselves 
toward their target. It takes very little time for a 
single Keeper to burn down even a Capital Ship 
once it has focused its attention on one. 

These ancient vessels attack in a predictable 
manner, albeit not from predictable locations. 

When a Keeper comes under heavy fire, it opens a 
dimensional portal and vanishes-only to reappear 
moments later, fully repaired, at some random 
location. Once again, it vectors in on your fleet, 
building Drones and blazing away with its cannons 
until it comes under heavy fire. 

Gather all of your Frigates into a tight 
formation and use Defense Field Frigates to 
protect them when able. Your Frigates will be 
destroyed in a matter of seconds if attacked, 
whereas your Destroyers and Capital Ships will last 
long enough for you to repair or draw fire away 
from them. 

Control group your Destroyers and order your 
Mothership and Shipyard to construct Destroyers 
until you've reached your maximum complement. 
Use your Resource Collectors to repair any 
Destroyers or Capital Ships as they are damaged, 
and focus your Destroyers' and Torpedo Frigates' 
firepower on one Keeper at a time. Whenever a 
Keeper vanishes, quickly jump to the Sensors 
Manager to see from what angle it will next 
attack, and be prepared for it. 

Pummeling the Keepers with your munitions 
does have an effect on them, as it turns out. When 
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a Keeper is damaged a little beyond 50 percent of 
its total health, it briefly glows a brilliant gold, 
grows transparent, and vanishes entirely-no trace 
of debris, no sign of any cloaking technology It 
simply disappears. 

Focus your Destroyer and Frigate fire on the 
remaining Keeper to make it follow suit. Replace 
any ships you lose during the battle at your 
Production Facilities during this time. The battle 
with the single Keeper is a bit easier to manage 
and-aside from the momentary respite that 
follows its defeat-is the only real chance to 
regroup and organize what you have in this 


ThG BGNTUSfS Offgr 

Not long after you defeat the Keepers, a massive 
ship jumps out of hyperspace. Thankfully, it is the 
Bentusi, your allies. The Bentusi give you your next 
objective by offering to repair the Great Cannon 
carried upon the Dreadnaught. That's mighty kind 
of them-but you're now on the clock. You have 
two minutes between the arrival of Bentus and the 
moment when your final challenge begins. The 
sooner you get the Dreadnaught docked with 
Bentus the better, and you save time by 
proceeding toward the staging area earlier. 



mission. 


Fig. 3 -IE. "The Bentusi orriue, and none too 
soon. " 


Fig. 3-11. R Keeper "phoses" to sofetg luhen 
endongered. 

A Momgnt’s Pgacg 

After you defeat the second Keeper, the 
wastelands are clear-if only for a few minutes. You 
have a brief window of opportunity to collect the 
cache of resources located at Resource Point 
Alpha. Send eight Resource Collectors and two 
Mobile Refineries to this location to harvest 
immediately. Meanwhile, command your remaining 
Resource Collectors to finish any repairs that need 
to be completed, giving priority to Capital Ships. 

Order the entirety of your fleet to move to the 
staging area indicated on the map, and instruct 
your Shipyard, Carrier, and Mothership to begin 
producing Scouts-no fewer than 14 squads of 
them. If you have not yet researched Scout EMP, 
do so immediately. It will give you a crucial edge 
during the upcoming storm. 


Upon completing all the Scouts, assign them to 
a single control group, and set them to passive. 
You're not paying them for their firepower, and you 
don't want them attracting the attention of the 
enemy by firing upon them. 

Once the Dreadnaught is docked, you see a 
timer indicating that it will take up to seven 
minutes to repair the Dreadnaught's cannon. This 
may be the longest seven minutes your fleet has 
encountered. 

Dgspgratg Dgfgnsgs 

Not long after you dock, you receive the harrowing 
news you knew was coming: "Unidentified craft 
approaching." They don't remain unidentified for 
long, however. Four Keepers are on their way, and 
they have nothing but the annihilation of Bentus, 
the Dreadnaught, and the Hiigaran Navy on their 
minds. 
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This is not a battle you can win. As before, 
damaging a Keeper slightly past 50 percent of its 
health causes it to phase into nonexistence, but 
now it simply returns at full health between 10 
and 30 seconds later. Destroying the Keepers is 
not an option-but delaying them is. 

This is where the Scouts come in. Set to passive. 
Scouts are low-priority targets for the Keepers and 
their Attack Drones. First, recall your Resource 
Collectors and Mobile Refineries from Resource 
Point Alpha back to the staging area. (Do this 
even if there are still resources left at the 
asteroids-you need the Resource Collectors for 
repair duty for the remainder of the mission.) Next, 
select your Scout group, make sure it's in tight 
formation, press the EMP hotkey (^) to bring up 
the targeting cursor, and click on the nearest 
Keeper. The Scouts swarm toward the Keeper, 
unleashing a barrage of blue energy. As the blasts 
pummel the Keeper, you see a secondary blue 
health bar (much like the "Boarding" health bar) 
appear and drop to empty. This is the Keeper's 
EMP shield status bar. 



Fig. 3-J3. 3couts disable a Heeper ivith EMP 
blasts. 


Once the Keeper's EMP shields are drained, the 
Keeper is completely disabled for 30 seconds. A 
simple contingent of Scouts just bought you 30 
more seconds of repair time-not a bad deal. 
Immediately send the Scouts back to your 
Mothership. This gets them repaired, as well as 
refreshes their EMP attack for the next target. 
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Repeat the process as soon as all the Scouts 
emerge from the Mothership. 


NOTE 


It takes 60 
seconds for a 
Scout to recharge 
its BMP systems. 


While using the Scouts to disable the Keepers 
as often as possible, pay close attention to the 
Dreadnaught, Bentus, your Mothership, your 
Shipyard, and your Destroyers. Task your Resource 
Collectors to repair any ships that come under 
attack. Direct your Scouts and Destroyers to 
assault and draw fire from any Keeper that turns 
its attention on Bentus or the Dreadnaught. The 
closer you are to Bentus, the easier it is to direct 
your Destroyers' fire on any threat from any side. 
But because of the slow movement speed of your 
Shipyard, the staging area is likely the closest that 
you'll get. 
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Repairing damage at 
the same speed that 
the Keepers dish it out 
IS the equiualent of lumning in this 
mission. Micromanaging your Resource 
Collectors to keep your ships from being 
destroyed is crucial. Set your Resource 
Collectors into three control groups of 
three apiece, and spread the three 
groups among targets that take the 
heauiest fire. So luhat if the Keepers keep 
cutting bits off of your Destroyers? 

Vou'll just grouj them back. 


'oa? 


Hold out as best you can, use Resource Collectors 
and Defense Field Frigates to control damage, and 
promptly rebuild any ships you lose. Every time you 
get a Keeper to hyperspace away or BMP one into 
inactivity, you're buying precious time. 
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The Great Cannon 

At long last, repairs on the Dreadnaught's Great 
Cannon are complete. Is it possible that this 
weapon will win the battle for you, finally 
destroying the timeless Keepers? 

Maintain your pattern from earlier, but be sure 
your Destroyers are within range of Bentus. Once 
the Great Gannon is complete, the Keepers begin 
attacking Bentus and the Dreadnaught more 
aggressively Having your Destroyers in range helps 
distract them. But most importantly, be sure to 
command the Dreadnaught to fight back. Once 
the Dreadnaught selects a target, it orients itself 
toward it, and you hear the chilling sound of 
ancient energies being gathered, amplified, and 
directed. 



Fig. 3-JH. R blinding beam of pure destructiue 
energg, the Great Cannon dwarfs euen a 
Battlecruiser's mightg Ion Cannon. R Heeper 
caught in this horrendous blast will lose 
neorIg twentg percent of its health, finollg 
granting gou the edge gou need to log waste 
to these horrible machines! 

Stay vigilant, maintain your repairs, and 
concentrate your destructive fire on one Keeper at 
a time. Tragically, not long after you unleash the 
power of the Great Gannon, you come to the 
bleak realization that the Keepers are still invul- 
nerable. They still have the capability to escape 
on a whim, repair themselves unseen, and return 
to press the attack. 



Maintain your attack until you have forced 
three Keepers to phase out of existence. At this 
time, the Bentusi reveal a chilling truth about the 
Keepers-the only way to permanently destroy 
them is to immolate them in the explosion of 
Bentus itself. 

The task of the Bentusi now complete, and with 
the Great Gannon in your hands, you hyperspace 
to safety just as Bentus explodes into a brilliant 
halo of radioactive flame, debris, and doom- 
swallowing the Progenitor Keepers with it. 



Fig. 3-15. The sacrifice of Bentus. 
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Mission II : Sherifice 

After the sacrifice of the Bentusi and the 
destruction of the Keepers, you find yourself at a 
crossroads. The Bentusi, your allies and protectors, 
have given their lives to save yours. This can't be 
undone, but to make their sacrifice worthwhile, 
you must retrieve the Hyperspace Core fragments 
from the wreckage of their ship. Unfortunately, the 
destruction of Bentus has left a field of radioactive 
debris scattered directly around the fragments. 


Mission Objectives 


Primaru 

- Retneue all of the Hy^perspace Core 
fragments. 

Secamlaru 

- Destrap the Uapgr Carrier. 

- Destrap the Uapgr Shippard. 

- Destrap all remaining Uapgr ships an 
the map. 



Fig. 3 -IB. Mission 11 Sector Mop 


1-3: Hpperspace Care Fragments 
H: Uapgr Carrier 
5: Uapgr Shippard 
6: Mathership 

Missian Stmtegu 

Probg Away 

Start this mission with a minimum of five 
Destroyers, fourteen Frigates, six Interceptor and 


six Bomber squadrons, and ten Corvette 
squadrons. Add to that at least 10 Resource 
Collectors. The first order of business is to find out 
exactly where these core fragments are located 
and how dangerous that radiation is that exists 
around them. 


Start building at least 
one Defense Field 
Frigate earip on m the 
mission, as pou'll need it later. Don't luait 
for the Intel Euents to prompt pou to do 
so later. 


1j^ 


Dispatch your Probe to within sensors range of 
the main core fragment, directly ahead of you 
about 22km. Be careful not to send the Probe too 
close, or it will be destroyed by the radiation 
surrounding the core. The Probe enters the debris 
field and gives you an indication of exactly how 
dangerous that field is. It also allows you to detect 
any incoming Vaygr forces in the area. 

Immediately send two more Probes to Locations 4 
and 5 as marked in Figure 9-17. 

Start collecting resources if you haven't done so 
already, check the Research Manager for any 
upgrades that may now be available, and begin 
researching-especially the one for the Defense 
Field Frigate. You only have a few moments before 
hostile contact. Most importantly, start building a 
Battlecruiser at your Shipyard if resources allow. 



Fig. 3-17. Defense Field Frigote reseorch. 
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The Care Fragments 

The most important task is to retrieve the core 
fragments. Therefore, dispatch a Resource Collector 
to retrieve the fragment at Location 1. Have a 
Defense Field Frigate guard it closely. When the 
Resource Collector gets close to the radiation and 
debris field, activate the Defense Field Frigate to 
ensure that it is fully protected during the salvage 
operation. Before you get to this point, you notice 
that the Vaygr have hyperspaced onto the map 
and are closing on your position. 


You need to rout the Vaygr forces and 
eventually lay waste to their entire Strikegroup. To 
do this, form a Strikegroup comprised of all of your 
Frigates and Fighters. Attack and destroy the Vaygr 
shipyard at Location 5. Make sure that the 
Strikegroup you form doesn't include a 
Battlecruiser or Corvettes, as you need to reserve 
that firepower for later. 


CAUTION 


Send pour Resource 
Collector to a staging 
area just outside of 
the area affected bp radiation first. Then 
giue the order to retrieue the core 
fragments. This ensures that pou can 
micromanage the saluage operations since 
Resource Collectors often flp right into a 
hazard luithout luarnmg. Vou must also 
actiuate the Defense Field Frigate 
manuallp. Bp sending both units to a 
staging area first, pou ensure that this 
operation is successfullp managed. 


Be aduised that oil Uapgr ships are 
radiation shielded and effectiuelp immune 
to damage m the debris and radiation 
field. Don't engage Strikecraft m combat 
uuithm this danger zone, as the Uapgr 
haue a distinct aduantage. 


By the time you've formed a Strikegroup and 
have it underway to Location 5 to intercept the 
Shipyard's Fighter group. Fleet Intel informs you 
that the main core fragment is being captured by 
the Vaygr Carrier at Location 4. Once the Vaygr 
safely retrieves the core fragment, it starts a 
countdown timer that lasts for seven minutes. This 
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means you must destroy the Vaygr Carrier within 
that time to successfully recover the core. Move a 
second Strikegroup with your Battlecruiser and 
Corvettes to destroy the Vaygr Carrier at Location 4. 


Once the Uapgr Carrier 
and its Resource 
Collectors start 
capturing the Hpperspace Core fragment, 
just let them get it for pou. It saues pou 
the hassle of trping to retrieue it from 
the radiation cloud. Vou must be prepared 
to destrop the Uapgr Carrier that takes 
it, but pou haue to do that anpiuap to uuin 
the mission. 





Fig. 3 -IB. Destroging the Uoggr Corner. 


Cleaning up the Mess 

Now it is time to clean up the map. Destroy the 
Vaygr Shipyard at Location 5. Once the Shipyard is 
destroyed or hyperspaces away, move that 
Strikegroup to reinforce your forces engaged at 
Location 4. Both Strikegroups should take heavy 
damage, but if properly equipped and managed, 
they should come through with about a 50 percent 
attrition rate. 

It's time to find the core that the Vaygr had 
aboard the Carrier you just destroyed. It should be 
located in the same vicinity as the explosion. Send 
a Resource Collector to retrieve it. It's outside of 
the debris and radiation field, so there's no need to 
escort it with a Defense Field Frigate. 



Fig. 3 -13. The Hgperspoce Core frogment is 
locoted here. 



Fig. 3-EO. It looks like this. 


Salvaging the Cores 

At this point, finish your salvage operation by 
micromanaging your Defense Field Frigate and 
your Resource Collector in the debris and radiation 
field. Move your Defense Field Frigate close to the 
core fragments before ordering your Resource 
Collector to salvage them. Once you've collected 
all of the fragments, the mission is complete. 
Rebuild and reinforce your fleet during this time. 
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Mission 13: 

Thhoois Shbbhh 

After retrieving the Hyperspace Core from the 
debris field, you continue on your mission to rescue 
Captain Soban. His emergency locator beacon 
remains active, allowing you to track him. As a 
prisoner of the Vaygr, he doesn't have much time 
until undergoing the usually fatal interrogation. 

You exit hyperspace in the midst of a nebula not 
far from the Vaygr Command Station where he's 
being held. The element of surprise will be to your 
advantage. 


Hission Objectives 


Primaru 

- Rescue Csptsm Sobsn. 

SBcanilaru 

- Destrap the Uspgr Fleet. 


Mission StratBQU 

Head to Head 

This mission is a head-to-head confrontation with 
the best of the Vaygr Fleet. You face a ton of 
enemy ships on this mission, so be prepared to 
suffer some losses and win through a war of 
attrition. There's also a limited number of resources 
available on this map, so don't waste any. Make 
sure to harvest the debris from destroyed Capital 
Ships to ensure that every opportunity for 
collecting RUs is exercised. 


This mission starts out 
relatiuelp sloiu. Vou're 
the one to initiate 
first hostile contact. Take a feiu moments 
to organize pour fleet first and ensure 
that pou'ue properip filled pour build 
queues and haue built to pour unit cap 
before unleashing pour forces on the 
unsuspecting Uapgr. 


■iMP 



Fig. 3-21. Mission 12 Sector Mop 


1-3: Nearbp Hsteraid Resource Packets 
H: Uapgr Carrier 
5: Uapgr Shippard 
6: More Uapgr Farces 
7: Mothership 

Create two Strikegroups. The first is comprised 
of the Frigates and the Destroyers, the second your 
Battlecruisers and Corvettes. Move them to 
Location 2 to engage the enemy's resource 
operations. Naturally, start harvesting resources at 
Location 1. The tricky part about this map is that 
there are not many resources available, so you 
must keep moving forward toward securing more 
locations for resourcing operations. 


CPUTION 

fin effectiue strategp is to moue pour 
entire fleet bp issuing a moue order to 
the Mothership to head to Location 2 on 
the map. The sloiu speed of the Mothership 
ensures that pou haue sufficient time to 
prepare for the coming onslaught, and it 
alloujs pour entire fleet to arriue m 
battle simultaneouslp. Hoiueuer, be luarned 
that such a tactic is fraught luith peril if 
pour Mothership has not been fulip 
upgraded. Uapgr Destropers aiuait pou at 
Location 2 and then can take doiun an 
unprotected, nonupgraded Mothership. 
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start building platforms at your Mothership- 
preferably more than 10-so that you needn't 
worry about whether or not a few Vaygr Corvettes 
or a Destroyer does significant damage to your 
Mothership. Secondly, you can use these platforms 
to secure other resource operations in a few 
minutes. The bottom line is that this is a great 
mission to build to your unit cap for both Ion 
Cannon Platforms and Gun Platforms, as there's 
plenty of use for them. 



Fig. 3-SS. The bottle for resources. 


Make heaup use of the 
Resource Collectors' 
repair ability on this 
map. It IS less expensiue than building a 
load of neuj Frigates or Destroyers. 


TjOlp 


As you move forward in this map, destroy every 
hostile you come in contact with. Using Marine 
Frigates to capture Vaygr ships is usually fruitless, 
considering the enormous amount of ships on this 
map and the fact that Marine Frigates are high- 
priority targets for them. You'll end up wasting a 
lot of resources building multiple Marine Frigates 
to capture just a single ship. And, if you're building 
to your unit cap anyway, there won't be any room 
in your fleet for a captured ship. 

Resource every possible piece of debris left over 
from the destruction of both Hiigaran and Vaygr 
ships. You'll need it for the final battle. 



Fig. 3-E3. This Uoggr Destroger is obout to 
bite the dust— left port of frome. 



Fig. 3-EH. The Uoggr Destroger explodes in o 
flosh of light ond debris. 



Fig. 3-E5. Resource the debris remnonts from 
the Uoggr Destroger. 
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Fig. 3-SB. The debris fragment looks like this. 

Closing In 

As you get closer to the Thaddis Sabbah Command 
Station, resistance becomes more intense, and the 
battle rages fiercely. Destroy the Vaygr Carrier at 
Location 4 before moving forward to cream the 
rest of the Vaygr forces. Makaan arrives part way 
through the battle and speaks about your doom. 
Prove him wrong. The Vaygr fleet kicks out many 
Destroyers and several Battlecruisers. There are 
three Shipyards and Makaan's Mothership waiting 
for you at Locations 5 and 6. They crank out 
Missile Corvettes, Lance Fighters, Assault Craft, 
and Bombers to fend off your attacks. 

Order your forces to stay away from attacking 
Thaddis Sabbah as you close in on it. A Hiigaran 
Battlecruiser will easily devastate that station, with 
Soban still inside. When it is finally safe, and most 
of the Vaygr fleet has been reduced to space 


debris, send in a Marine Frigate to dock with the 
station. As Soban is rescued, he sabotages the 
station and escapes. The station explodes in a 
burst of light just as the Marine Frigate clears the 
docking bay. 

Now you're free to focus on routing Makaan 
and his fleet. Don't move forward to engage them 
until Soban is safe. Soban's rescue is a win 
condition of this mission. Focused fire from two 
Battlecruisers, four Destroyers, and several more 
Frigates ought to bring his elite guard to its knees. 



Opgration Successful 

Now that you've successfully rescued Captain I 

Soban, he provides the location of Balcora Gate. 

This gate provides the entryway to the black star 
at the heart of the galaxy. Continue your pursuit of 
Makaan at that location. Good luck. 
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Mission 13: 
BoleorhEhte 

Using the coordinates provided by Captain Soban, 
the fleet arrives at Balcora Gate, a massive 
Progenitor artifact and the only means of 
reaching Sajuuk. After arriving, you quickly 
discover Makaan has entered Balcora Gate and 
ordered his remaining fleet to delay you by any 
means possible. 



Fig. JO-J. Mission J3 Sector Mop 


Mission Strotegu 

Defense 

As the mission starts, a wave of Vaygr attackers 
vectors to your start location. While not a massive 
threat, this Vaygr force tries to keep you busy, 
allowing its reinforcements to close in. Do not let 
this initial attack force distract you. Send some 
Flak and Torpedo Frigates to delay it. 

In the midst of this battle, your first priority is to 
organize your fleet to deal with the Vaygr 
attackers. First, create a defense taskforce 
(Taskforce Alpha) composed of an equal mix of 
every Frigate type, supported by some Bombers 
and Interceptors. This taskforce does not have to 
be large, just well balanced. Order it to guard the 
Mothership and Shipyard. Your Shipyard is a 
tempting target for the Vaygr, so do not leave it 
undefended for long. 

The second taskforce (Taskforce Beta) is your 
Main Battle Fleet. Load it up with Battlecruisers 
and Frigates, and support it with Gorvettes. Its job 
is to hunt down any Vaygr Gapital Ships lurking 
near Balcora. 

The final taskforce (Taskforce Gamma) needs to 
be fast but well armed. It should include 
Destroyers, Ion Gannon Frigates, and as many 
Strikecraft as you can spare. Its task is to move in 
and defend Balcora Gate. 

Finally, the Dreadnaught should have a small 
escort, but leave it on its own. Its job is to support 
Taskforce Alpha, Beta, and Gamma. Make sure you 
assign two Resource Gollectors to continually 
repair the Dreadnaught. 



1: Start Position 
S: Balcora Gate 
3: Ua^gr Shipyard 
H: Contested RU Pocket 
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Fig. JO-E. Mokoon enters Bolcoro Cote. Begond 
rests Sojuuk, the Great Maker. 


Nouj that ^our fleet 
includes a healthy mix 
□f Capital Ships, 
keeping them in fighting shape is 
important. For each taskforce, build tiuo 
Resource Collectors and assign them to 
repair [^] the taskforce to luhich thep 
are assigned. This luill ensure thep repair 
anp battle damage as it happens, alloiuing 
pou to concentrate on the big picture. 
Rlso remember that pou can pause the 
game to organize pour fleet at the start 
of each mission. 


Tjap 


With your taskforces ready, it is time to focus on 
your resourcing operation and begin scouting the 
general area. 

Resourcing 

Resourcing is critical. From this mission forward, 
the Vaygr throw everything that they have at you. 
You desperately need every possible RU in order to 
defeat them. However, do not send your Resource 
Collectors undefended toward the nearby RU 
pocket because the Vaygr will likely try to contest 
it. Defending this pocket shouldn't be too hard, 
but it should be a priority. Cunship Corvettes and 
Gun Platforms should do the trick. However, as 
extra insurance, sending two Minelayer Corvettes 
to mine the Vaygr approach ensures that your 
defenders only have to deal with the occasional 
survivor. 



Fig. JB-3. The Uoggr defend their resource 
operation ot oil costs. Bemember to mine the 
approach to this BU pocket. 


Remember that 
Minelapers replenish 
anp minefield thep 
create as long as pou do not giue them 
neuj orders. This map, tiuo Minelapers can 
continuallp lap a minefield that should 
seriousip damage anp Frigates or Capital 
Ships the Uapgr send. Hoiueuer, make sure 
pou giue the Minelapers some Pulsar 
Gunship or Torpedo Frigate escorts. 


Tiap 


The Vaygr have some Capital Ships in the area- 
these become the first target for Taskforce Beta 
and the Dreadnaught. While they're distracted, 
you can move your resourcing operation into the 
area and lay down the minefield. 

Locate the Shipyard 

When the resource pocket is under your control, 
focus on finding that Shipyard and stopping the 
Vaygr from building more Capital Ships. Scouting 
is essential for this. Build Probes and Scouts and 
send them to the left and right of Balcora. Once 
you have located the Shipyard, order Taskforce 
Beta to attack. While Beta is en route, build 
Bombers. Their job is to swoop in and target the 
Vaygr Shipyard's subsystem. Focus on the Capital 
Ship Facility, followed by Research Modules. Once 
the Shipyard is destroyed, order these Bombers to 
target the Vaygr Battlecruiser weapon systems. 
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Depending on how well defended the Vaygr 
Shipyard is, you can order the Dreadnaught to 
support Taskforce Beta. Order it to target any 
Battlecruisers the Vaygr have in the area. 



Fig. ]0-H. The Uoggr Shipgord—destroging it 
cripples Uoggr Copitol Ship production. 


Defend Balcora Gate 



Fig. 10-5. The Uoggr concentrote their fire on 
the three Poijuer Generotors. Defend them. 

When you decide to defend Balcora Gate is up to 
you, but make sure you do not wait for too long. 
The Vaygr have three Frigate taskforces attacking 
each of the Power Generators. However, only one is 
needed to maintain the gate in an operational 
state. Order Taskforce Gamma to target the top or 
bottom gate attackers and focus on destroying 
them. Defending the Power Generator near the 
Vaygr Shipyard is suicide since the bulk of the 
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Vaygr fleet is located there. Since only one Power 
Generator is needed, do not waste time splitting 
Taskforce Gamma. Destroy one set of attackers 
before moving to the next. 

Consolidation 

By this time, the Shipyard should be close to 
destruction and the gate secured. All that is left is 
mopping up the last of the Vaygr attackers. While 
this is happening, start rebuilding your fleet for the 
next mission. 

Once the last of the Vaygr are defeated, move 
the Dreadnaught into proximity with Balcora Gate. 

Into Balcora 

With the Vaygr defeated, the Dreadnaught 
initiates the gate activation sequence, allowing 
your fleet to jump into the heart of the galaxy-to 
the black hole at Balcora. 



Fig. JO-E. The Mothership enters Bolcoro Cote. 
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Mission W: Bhlcorh 

In the heart of Balcora, a battle will decide the fate 
of Sajuuk, the Great Maker. For untold millennia, 
Sajuuk has rested in the natural Gravity Well at the 
center of the galaxy. Now Makaan and Karan must 
decide the fate of this last Progenitor, and in turn, 
bring an end to the Prophecy of the Three. 


Hission Objectives 


Primaru 

- Protect the Mothership. 

- Defeet Mekeen. 

Secamlaru 

- Destrop the Uspgr Shippsrd. 



Fig. 10-7. Mission 1H Sector Mop 


1: Stsrt Locstion 
S: Ssjuuk 

3: Uspgr Flsnkmg Force 
H: Mekeen 

Mission Strategu 

The Last Stand 

Right from the start, a large Vaygr Destroyer fleet 
forms the first line of defense for Makaan. 

However, the fleet is not content with defense; it 
instead immediately attacks. 

Defending against this attack should not be too 
difficult, especially if you have Battlecruisers and 
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Destroyers. Be careful not to commit all your forces 
to this initial assault because a second attack 
wave hits your left flank shortly after the first. 

However, do not let these attacks steal all your 
attention. To defeat Makaan, you need a large and 
formidable fleet. So setting up harvesting 
operations and queuing up build orders are a must. 

Again, like in the previous mission, splitting 
your force into a number of taskforces is beneficial. 
This allows you to quickly move about your fleet 
without overcommitting on any one front. 


Fig. 10-8. Sojuuk is the ultimote prize. 


This mission quickip becomes a mar of 
attrition. Homeuer, the kep to uictorp is not 
building more units [mhich takes time], but 
rather keeping the ships pou haue— especiallp 
Destropers and Battlecruisers— fighting the 
longest. Gnce pou haue established a good 
resourcing operation, assign as manp 
Resource Collectors as pou can spare to 
repair dutp. Group them in squadrons of three 
and assign them a hotkep group. This map pou 
can quickip order the Resource Collectors to 
repair anp ships that are being damaged. Do 
not malt until these ships are in the red. Bp 
this time it's too late. Vou haue to keep a 
close epe on their health and practice 
battlefield triage— deciding mhat ships are 
morth sauing is critical. 

Using Defense Field Frigates to protect kep 
taskforces is also a mise tactic. Dffensiue 
minefields, placed along routes the Uapgr use 
to attack pou, also ensure pou don't face 
intact enemp Strikegroups. 






Fig. 10-3. The first luoue—the Uoggr reig on 
Oestrogers and Battlecruisers to defend 
Mokoon. 

Thg Shipyard 

Although this is a secondary objective, you should 
make hunting down and destroying Makaan's 
Shipyard (and any Vaygr Carriers) a top priority 
They are likely to be well defended, but crippling 
Makaan's production capabilities prevents him 
from putting up much of a fight. 

Destroying the Shipyard gives you free reign to 
harvest without having to compete with Vaygr 
Resource Collectors. Assign a small taskforce to 
hunt down the Vaygr Shipyard early on. The sooner 
this threat is out of commission, the better your 
chances are at defeating Makaan. While this is 
happening, build up a formidable fleet to defeat 


Fig. 10-10. H Hiigoron Oomber squadron mokes 
0 lost, desperate attack. 


Makaan 


Fig. 10-11. Mokoon, the Uoggr ivorlord, mokes 
his lost stand. 
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Makaan has a large fleet defending him. The 
Vaygr warlord doesn't go down without a bloody 
and decisive fight. If you are not prepared, you will 
not last long. To successfully defeat Makaan you 
must maneuver your fleet as one, even while the 
Vaygr are attacking on as many fronts as possible. 

Delay attacking Makaan until you have at least 
two healthy Battlecruisers and a few Destroyers to 
do so. Once you are ready, make sure you have 
scouted his location. A frontal attack would be a 
recipe for disaster. Makaan has a number of 
Battlecruisers and his Dreadnaught waiting. 

Instead, create two taskforces composed of fast 
Frigates and Corvettes, and attempt to draw 
Makaan's Battlecruiser and Dreadnaught away 
from him (and if possible into a minefield if you 
can set one up in secret). 

Once he's distracted, send your main fleet in for 
the kill. Even if you manage to defeat Makaan's 
escorts, he does not go down without a fight. As a 
last, desperate measure, he orders his Strikecraft to 
kamikaze into your Capital Ships. You need at least 
five Flak Frigates and a number of Cunships to 
defend your Capital Ships from Makaan's suicide 
pilots. These ships can do a lot of damage and 
easily take out your Frigates and Destroyers, and 
possibly even a Battlecruiser. Flak Frigates should 
be able to destroy most of the kamikaze attackers 
before they reach your ships. 



Captain Soban should 
be around from the 
last feuj missions. 
Assign him a small escort and keep him 
out of the fight. That map, pou can use 
him to sujoop m and capture anp Uapgr 
Capital Ships that are not heauilp 
defended. It is often quicker to capture 
or disable a Uapgr ship than to destrop 
it. Assigning Soban to mop-up dutp is an 
effectiue tactic, thus alloiumg pour mam 
fighting forces to deal luith fresh Uapgr. 




Glory Bg to thg Sajuuk-Khar 

With Makaan defeated, the Fliigarans finally 
assume their destiny as the Sajuuk-Khar, the 
chosen of Sajuuk. Having reclaimed the Three 
Cores, the Hiigarans are now in control of Sajuuk. 

However, one last task remains-to lift the Siege 
of Hiigara. Leaving the Pride of Hiigara in Balcora, 
the Hiigaran Fleet jumps to the home system with 
Sajuuk leading the way. 



Fig. J0-J3. Rt this moment o dork cloud 
gothers ouer Hiigoro. 


Fig. 10 -JE. The Uoggr stop ot nothing to 
defeot gou. 
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Mission IB: 

Return to Hiiehrh 

A cloud gathers over the skies of Hiigara. Although 
their leader has been defeated, the Vaygr are not 
about to give up. The largest of the Vaygr fleets 
waits high above Hiigara, its final orders: to 
decimate your Homeworld. 


nission Objectives 


- Destroy the Ua^igr Blockade forces. 

- Use Sajuuk to destroy the three 
Planetary Bombardment Platforms. 

- Protect Hiigara from destruction 
destroying any missiles that are 
launched. 



Fig. 10-1H. Mission 15 Sector Mop 

1: Start Position 

S-H: Uaygr Blockade Forces 

5: Uaygr Planet Killers 

Missian Stmtegu 

Lift thg Blockade 



Fig. JO -15. The Uoggr blockode. 


The final battle against the Vaygr is a time of 
decisive action. However, it is all too easy to be 
carried away and blindly issue attack orders. You 
must carefully pick your targets and form your fleet 
into Strikegroups, each with a particular target. 

Start by sending a Capital Phalanx toward the 
Vaygr line. Make sure this taskforce has all your 
Battlecruisers, the Dreadnaught, and a good mix 
of Frigates and Strikecraft. Support this with two 
Frigate Lines, one on each flank. Assign at least 
one Destroyer to each Frigate Line. Then set up 
two fast-moving Fighter Screen Strikegroups to act 
as reinforcements and to attack any Vaygr 
resourcing operations. However, make sure you 
keep some Interceptors in reserve; you'll need 
these later. Also, order your Carriers to deploy 
evenly along the debris field near the start 
position. 



Fig. 10-16. lllith nothing to lose, the Uoggr 
ottock Hiigoro. 


With Sajuuk leading the way, your fleet arrives as 
the last of the Hiigaran defenders attempt to stall 
the Vaygr blockade forces. A battle rages over the 
skies of Hiigara, but it is only a matter of time 
before the last few Hiigaran ships are defeated by 
the Vaygr armada. Only the timely arrival of Sajuuk 
and the Hiigaran Fleet can prevent this. 


Unless you are desperately short on RUs (less 
than 5,000), assign your Resource Collectors into 
smaller groups and give them a control group 
number. Use the Resource Collectors to repair your 
fleet. This is critical if you want to keep your 
Frigate alive for any period of time. Resist the 
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temptation to repair your Capital Ships since they 
can usually take more punishment, and focus 
instead on your Frigates. 


Capital Ships haue 
more health than 
Frigates and can take 
more damage. Hoiueuer, pou usuallp haue 
more Frigates, meaning more targets for 
the Uapgr gunners to choose from. 

Instead of concentrating on pour handful 
of Battlecruisers and Destropers, the 
Uapgr luill need to keep track of multiple 
targets, forcing them to split their fire. 
Vou can use this to pour aduantage, and 
in the long run it luill help keep pour 
Capital Ships from taking the brunt of the 
enemp fire. The same holds true for multi- 
plaper games. 



Fig. 10-17. Uoggr Bombers attack mith the sun 
at their six. 

Unleash Sajuuk 

As your taskforces move into contact with the 
Vaygr blockade, move Sajuuk toward the center 
of the sector, using his powerful cannon to 
blast troublesome Destroyers and Battlecruisers 
in his path. 

Sajuuk, while immensely powerful, is slow. Make 
sure you get him moving as soon as possible. His 
cannon is also fixed forward, meaning Sajuuk can 
only fire at targets directly in front of him. 

Therefore, don't waste time targeting Vaygr ships 
that are to the side or behind Sajuuk. Instead, try to 
line up targets so that Sajuuk can hit them without 
having to turn. It only takes a few shots from 
Sajuuk's main cannon to destroy Capital Ships, so 
concentrate your fire on one target at a time. 


mp 
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Fig. JO-JB. The lost of the Progenitor 
Flogships orriues to lift the Siege ot Hiigoro. 

Thg Plangt Killgrs 

Soon after attacking the main blockade forces, the 
Vaygr unleash their final surprise. Three ancient 
Planet Killers emerge from hyperspace. These are 
the dark clouds that Makaan prophesied would 
gather over the skies of Hiigara. Where the Vaygr 
unearthed these ancient machines is a secret 
Makaan took to his grave. Nonetheless, these three 
ships stand poised to destroy Hiigara. 



Fig. 10-13. R glimpse of the Plonet Hiller. 


Your first order of business is to begin 
construction of Interceptor squadrons. You need at 
least two to three Interceptors to destroy each 
missile. Create three Interceptor groups and assign 
them to a different hotkey. The first patrols the left 
flank, the second the center, and the third the right. 

Do not send your Interceptors directly at the 
missiles. Instead, select all your Gunships and 
order them to start attacking the missiles, leaving 
your Interceptors to hunt down any that manage 
to make it through. 

However, keep careful tabs on your Interceptors 
and do not leave them unsupervised. They could 
easily fall prey to any remaining Vaygr forces, or 
worse, pursue the missiles into Hiigara 's 
atmosphere, taking them out of the fight. 

Don't forget about the Vaygr or the Planet 
Killers at this point. Continue using your 
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Strikegroups to attack any remaining Vaygr. They 
have nothing to lose and relentlessly throw 
themselves against your fleet. More than ever 
before, you need to keep careful tabs on your fleet, 
making sure Sajuuk is well defended and that you 
have resources coming in. 



Fig. lO-SO. Plonetorg Bombardment Missiles 
impact along Hiigoro's southern continent. 


When the Planet Killers arrive, order Sajuuk to 
attack the nearest one. It takes some time for 
Sajuuk to get into range, but this is fine since 
you're busy dealing with the Planetary 
Bombardment Missiles. 

As long as you keep the Vaygr forces in check, 
Sajuuk attacking the Planet Killers, and your 
Interceptors hunting down the missiles, the siege 
of Hiigara will be lifted. 



Fig. 10 -SI. Sojuuk unleashes his furg. 


The Hge a f S' Jet 

With the last of the Planet Killers destroyed and the Vaygr Fleet in tatters, Hiigara is finally safe. Above her 
skies a new sentinel stands guard. Sajuuk has returned, proclaiming the Hiigarans as the Sajuuk-Khar. 
Congratulations, you have brought the Hiigarans to victory. 
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MUL TIPLHVER STRHTEEIES 


OrIENTRTIRN Rpenina Moves 



The decisions you make in the first few moments 
have a critical impact on your chances for victory. 
You must maximize resource collection, build a 
defensive Fighter screen, and probe your opponent. 
These are all "must-do" moves within the first 
minutes of the game. 

Bomber rushes are a very popular opening 
tactic. If your opponent can take out your 
Mothership's subsystems early, he can easily win 
the battle before it's even started. 


Nothing is more challenging, or rewarding, than 
facing another Homeworld2 expert in combat. 
While the computer player pulls its tactics from a 
limited bag of tricks, your human opponents 
always find new ways to foil your best-laid plans. 


Fig. 11-1. Smarms of Bombers ore o deodlg 
eorlg threat. 


Fig. 11 -S. Bombing run on o Mothership's 
subsgstems. 
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Opening Build Sequence 
(Defensive) 

- Four Resource Collectors 

- Fighter Fscilit^ 

■ Three Interceptors 

■ Probe 

Opening Build Sequence 
(Offensive) 

- Four Resource Collectors 

- Fighter Fscilitp 

- Three Bombers 

■ Probe 

■ Three Interceptors 

Opening Build Sequence: 
Destrqyer Gambit 

- Resesrch Module 

- Fighter Fscilitp 

- Three Bombers 

■ Three Interceptors 

- CspitsI Ship Fscilitp 

■ Destroper Tech 

■ Three Interceptors 

- Destroper 


This approach is trickier-you're essentially rushing 
for Destroyers while buil(ding a small token force to 
keep any Bomber raids from hurting you. A single 
Destroyer can make all the difference if you get it 
early enough. 

Once the first Destroyer is finished, go for 
Improved Manufacturing to pump out all the 
Frigates and Corvettes you need to keep the 
Destroyer alive. 

Opening TactiES 

Try to get your opponents feeling hemmed in and 
hounded from the first moments of the game. 

Send a Probe to the far side of a resource zone 
they're likely to exploit. Let them /r/ 70 i/i/ that you're 
watching them. Your goal here is to put your 
adversaries on the defensive-reacting to your 
initiative rather than building their own. You 
choose to send out the Probes, leaving your 
opponents no choice but to destroy them. Let them 
get used to reacting to you, and you've won half 
the battle. 
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Fig. 11-3. R Probe monoges to drow off 
seuerol Strikecroft squodrons. liiho's 
defending the Mothership? 


Bomber Rush 

The goal of a Bomber rush is not to immediately 
destroy your opponent, but to seek out vulnera- 
bilities, exploit them, and develop them into game- 
winning strategic imbalances. If a resource 
operation is undefended, you can seriously hamper 
your opponent's logistics. The prime target of 
Bomber rushes, however, is subsystems. 

If you can take out your opponent's Fighter 
subsystem early in the game, you're well on the 
way to winning. Likewise, a strike on the Resource 
Drop-Off point can be a crippling logistical blow 
early in the game. 

By adding an Interceptor or Assault Craft wing 
to your Bomber force, you give yourself some 
ability to deal with enemy Fighters. This is easier to 
accomplish if you build a second Fighter Facility 
early in the game. 

To continue this approach, build a Research 
Module, and continue to research Fighter upgrades 
so that you can maintain Fighter superiority. 


Bomber Rush: Defending 

It takes approximately eight bombing runs to 
destroy a subsystem. To properly defend yourself, 
you must ensure that your opponent is never in a 
position to deliver such a blow to you. 

Build Interceptors/ Assault Craft early and 
often. Never let your defensive screen get 
separated from the fleet it's protecting. 

If you do find yourself in the position where 
enemy Fighters outnumber you, set your launch 
policy to "stay docked." Dock your existing Fighters 
and build up your forces until you 've reached near- 
parity, then release them all at once and focus fire 
your way to freedom. This is much more effective 
than having individual squadrons straggle out, only 
to be cut to pieces by focused fire. 



Fig. 11-H. Heodg to scromble: those incoming 
Bombers luon't knoiu luhot hit them. 


To create a trap for your opponent's Bomber 
rush, keep your Fighters docked when you build 
them (dock several squadrons at the Carrier as 
well, to minimize launch time). When your 
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opponent comes screaming in with Bombers, 
quickly pounce upon them and count the seconds 
until they're all gone. It won't take long. 

Scouting 

Although Homeworld2 is a fully 3D world, many 
people treat it as a 2D one, moving in a straight 
line to their target, always staying at the same 
elevation. Don't let this be you. 



Fig. JJ-5. "I see gou, but gou can't see me." 
Couert recon is a great technique to master. 


Scouts are an invaluable part of your fleet, 
giving you an early-warning system that can fall 
back once the enemy appears. The computer 
opponent has excellent scouting technique, always 
keeping its recon ships just outside of your sensor 
range. You can do this too if you position your 
Scouts carefully, allowing them to stay on station 
much longer before they are detected. To make 
yourself even harder to find, deploy a Sensors 
Distortion Probe near your Scout-your opponent 
will have to come much closer in order to see you. 

Because your fleet is operating in a 3D world, 
your recon detachment should as well. Send a 
Scout directly "above" and "below" your fleet to 
prevent an opponent from sneaking up on you 
(this is a common tactic). 



Fig. 11-B. Opponents ore less likeig to search 
for Probes off the luorld-plone. 


Scouts are best put on 
a UJappomt patrol, fls 
long as thep're moumg, 
thep're much harder to hit. Thep're also 
great for leading an enemp on a ''luild 
goose chase." If pou haue the time to 
micromanage them. Scouts are much more 
flexible than Probes. 

Later m the game, the Scout's BMP 
abilitp can be a great map of breaking up 
an enemp assault. Folloiu the BMP blast 
ujith Marine or Infiltrator Frigates; 
disabled ships can't shoot back or euen 
hpperspace aiuap. 





Fig. 11-7. On EMP attack leoues this Oestrogen 
0 sitting duck for 30 seconds. 





Probes are well suited to extending your 
sensor range around your zone of control, as 
well as providing a brief glimpse into an 
enemy's base. When you dispatch a Probe 
toward an enemy formation, first count hull 
types, then peek at subsystems. Being able 
to recognize particular subsystem types- 
without doing a mouseover-is a valuable 
ability to develop. 



Fleet Fampositian 

Surprise is an important element in gaining 
strategic advantage. Once you've performed a 
heavy Bombing raid or two on an opponent, 
he'll soon expect another, similar attack and 
usually build up to defend accordingly. The best 
thing to do in this situation is to baffle the 
enemy by coming back with an entirely different 
fleet lineup. 


Fig. IJ-B. MBiting doiun Rssoult Croft to 
Bxpond the Bomber force. 

Retiring Strikecraft is a fast process, and 
relatively cheap as well. Most importantly, it keeps 
your opponents guessing about what you'll throw 
at them this t\me. 



I4E 


primagamGs ■ com 




Ch. II: Multiplayer Strategies 


Haiilmg TechniguBS 

Raiding is a time-honored method of whittling 
down opponents' strength, readying them for the 
final showdown. There are several techniques you 
may wish to explore. 

Fgint and Jab 

Run a fast Anti-Capital force around to the far side 
of an opponent's sensor range (where he won't 
expect an attack), then perform a feint attack from 
the other side, to draw the enemy Strikecraft 
forward. Your unopposed time on target is small, 
but it should be sufficient for a subsystem attack. 

Trappgr Raid 

Outfit your raiding taskforce with both a 
Hyperspace Module and a Hyperspace Inhibitor. 
This allows you to pounce upon an enemy 
location. Then, once you arrive, your opponent 
cannot hyperspace away. 


Break up your opponent's fleet integrity. Do a 
flyby with a couple of Interceptor squadrons, and 
see if the hostile Strikecraft follow after you. If you 
can clear the way to move Bombers in, you're a 
long way to evening the field. 

Always take out critical subsystems. There is 
absolutely no point in weakening a Battlecruiser, 
only to have it jump away to a protected location. 

Remember: Super Capital Ships are always 
vulnerable to Bombers. Even a Defense Field Frigate 
does nothing to protect against a subsystem raid. 


The Uapgr 

Battlecruiser can be 
effectiuelp disabled bp 
taking out its engines. The mam cannon at 
the front of the ship has uerp little 
couerage. UJithout the engines to 
maneuuer it into position, the ship 
becomes combat meffectiue. 




’’Salting thg SoiL’ 

If you're ever so fortunate as to find an 
undefended resource operation, spike it with a 
minefield and watch the fireworks. You can also 
use this as a "resource denial" tactic. Though the 
Minelayer is vulnerable, it gives you advanced 
warning when an opponent intends to move into a 
resource pocket. 


fl 'Trobe raid," luhile 
harmless, can confuse 
and distract pour 
opponent luhen it's combined luith one or 
more assault prongs. Send Probes to anp 
enemp emplacement pou luon't be 
attacking to create the feel of a full 
frontal assault— if onlp briefip. The more 
Probes, the better the effect. 




DBaling with Sugsr 
Capital Ships 

There are few moments more horrifying than 
seeing an opponent's Battlecruiser while your 
biggest guns are still Frigate based. To turn the 
tide, there are a few tactics you can use. 



Fig. 11-3. It's impossible to escope the 
clutches of this hunter-killer Bottlecruiser 
outfitted ivith both o Hgperspoce Module and 
0 Grouitg liiell. 

UpgradBS 

Upgrades can make a big difference; increased 
speed makes Strikecraft more effective and also 
lets you disengage from slower enemies. This is 
just as true for Capital Ships. 

Only spend the resources on upgrading ships 
that are heavily represented in your fleet. It's never 
worth it to upgrade a single ship or squadron. 
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Keeping the Heat On 


by Damon Gauthier (game designer) 

As in any good RTS, there are always two divergent 
philosophies behind winning. In my opinion, the best 
strategy is to "rush" your opponent. The alternative is 
to build up your defenses and your economy, which 
we refer to as the "turtle." 

So do you want to be a rusher? In that case, the 
best bet is to follow the rusher's motto, "The best 
defense is a good offense." If your opponent is 
fighting tooth and nail in his own base trying to keep 
Resource Collectors and subsystems alive, he won't be 
able to mount an effective offense. Keep up the 
pressure and you will be successful. 

Resource collection rate is a key component to this 
rush strategy. You must have a critical number of 
Resource Collectors to sustain the production of 
Interceptors and Bombers from two Fighter Facilities. 
This requires ten Resource Collectors and five "latch 
points." (Latch points are the points on which 
Resource Collectors can attach to asteroids. See 
Chapter 12 for more on latch points.) Once this critical 
number has been met, concentrate on keeping the 
heat on your opponent. 

To implement this strategy, start by building 
Interceptors out of Fighter Facilities on both your 
Mothership and Carrier at the start of a game. Queue 
up six Interceptor squadrons in your Mothership and 
six in your Carrier. Once a total of six squadrons of 
Interceptors appear, start the attack on the enemy. 
Initially, target enemy Interceptors. Once you have 
demonstrated military superiority in the vicinity of the 
enemy Mothership, start producing Bombers. 

There are several steps to the successful implemen- 
tation of this "keeping the heat on" strategy. The first 
priority is to destroy the enemy military units. Then 
focus on Corvette Facilities (Corvettes are superior to 
Fighters, so get rid of that threat first). The third 
priority is to destroy the Platform Controllers (they 
provide an effective defense at a minimal cost). Next, 
destroy the enemy Fighter Facilities (this prevents the 
enemy from producing units to counter your Fighters 
and Bombers). The final point in the successful 
execution of this strategy is to keep up the heat on 
your overwhelmed enemy. To do this effectively, set 
the rally points (using \f]) from your Mothership and 
Carrier to a point near the conflict. This ensures that 
any Fighters and Bombers produced will travel 
immediately to the battle. Keep clicking on the Build 


Manager so that you are assured of a constant supply 
of Fighters and Bombers. 

Successfully rushing your opponent with a single 
wave of Fighters is simply not enough. You must keep 
the heat on. Your enemy's Hull Defense Guns are 
going to eventually pick off your Fighters over time. 
Their Production Facilities can spit out enough 
defending units to drive you away, unless your force is 
overwhelming. Therefore, you must always be 
producing Fighters and reinforcing your engaged 
squadrons, creating an overwhelming force. 

If you can destroy the enemy's Corvette Facilities, 
Platform Controllers, and Fighter Facilities, you're 
ensuring that he cannot produce any Anti-Fighter 
weaponry like Corvette Cunships or Interceptors. Be 
vigilant in taking out these subsystems. If even a few 
Cun Platforms or Corvette Cunships appear, your 
Fighters will lose their wingmen, and quickly. So don't 
let this happen. 

By having the constant swarm of enemy Fighters 
always gaining strength in numbers, you can 
eventually start taking out Resource Collectors and 
other critical subsystems. Once you have about 10-15 
unopposed squads flying around the enemy 
Mothership (and Carrier), focus on getting a Destroyer 
to put the nail in the coffin. 

RBEammended 
Build Orders 

1. Immediately build tiuo Resource Collectors 
in the Mothership and tiuo in the Carrier, 
a. Ensure all Resource Collectors are 
haruesting at all times. lUhen they 
initially come out of the Mothership, 
immediately giue each one a haruest order. 
B. DD:D1:15: Hll Tour Resource Collectors 
should be built. 

3. DD:D1:15: Build tiuo Fighter Facilities, one in 
the Mothership and one in the Carrier 
a. If this IS a medium-resource [3,000 RU 
start] or high-resource [10,000 RU start] 
game, build the tiuo Fighter Facilities at 
the start of the game. RIso, these times 
are for a lorn resource game. Start on high 
or medium to get euerything a lot faster. 

H. 00:01:10: Build a Research Module luhile the 
Fighter Facilities are building at the 
Mothership. 

5. 00:03:30: Fighter Facilities should be 
completed. 
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6. DD:DE:31: Queue up iiuelue fighters— six in 
the Mothership and six m the Carrier. 



Fig. Heot /. Six Fighters queued up in the Mothership. 


7. Launch command: Make pour ships stap 
docked so the enemp doesn't knouj pou are 
creating a lot of Interceptors, 
a. Enable auto-launch as soon as the sixth 
squad is at 95 percent complete. 



Fig. Heat S. Tino Fighters ore reodg to haue outo- 
lounch pressed and be released for the kill. 


b. If the Uapgr research Bombers, onip 
research Lance Fighters if thep haue 
Coruettes. 

B. 00:05:00 or less: Httack luith six squads of 
Interceptors. 

9. Queue up tiuo squads of Bombers in the 

Mothership and tiuo squads in the Carrier, 
a. Research Improued Bombs upgrade; this 
enables pou to kill enemp subspstems 
faster. 

10. Create a rallp point from pour Carrier and 
Mothership so that their neiulp created 
units moue to the enemp's location. 



Fig. Heat 3. Notice that the rollg point ot 
position one is near the enemg asteroid pocket. 


11. Rttack enemp ships and Resource Collectors 
mith pour Interceptors and Bombers. 



Fig. Heat H. Fighters ore destroying enemy 
Resource Collectors. 


If at pop cap and pou 
haue Fighter squads 
ujith onlp one of fiue 
units, scuttle them so a neui unit uiith full 
firepoijuer can be produced and join the 
battle. This is faster than sending the unit 
back to be repaired and then back to battle. 


Onlp execute this 
strategp on maps inhere 
pour enemp is less then 
30 km auiap. Vou map be able to catch enemies 
on larger maps if thep build up too long, but 
the trauel distances enable them to haue an 
effectiue defense bp the time pou strike. 
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Upgrades should be the 
first thing pou pause 
□r cancel luhen pou are 


running loiu on monep and can't build. 


Hdapting VaurStmtegu 
to the Tactical Situation 

Small Maps 

Your goal on a small map should be to deliver a 
crippling blow to your opponent early in the game. 
Take out production or research subsystems, or 
even a Mobile Refinery Even if you don't destroy 
them right away, this approach builds momentum 
toward your eventual victory 

Largg Maps 

Large maps give you time to build up. It's also 
easier to defend against rush attacks-the travel 
times are so large that you can easily have a 
superior defense force ready. 

Hyperspace becomes a key strategy on large 
maps. Build Gravity Wells to protect important 
areas like your Mothership or a core resource op. 
You also have the time and space to invest in 
extensive resource ops. 


Toiuard the end of the 
game, luhen pou'ue all 
but destroped pour 
opponent, use the Scout "Ping" abilitp to 
quickip locate those elusiue last ships. 
Hpperspace-equipped Battlecruisers are 
fantastic for mopping up. 


TBFp 


Frgg-for-Alls 

In these tactical situations, winning the first battle 
can often lose you the war. You can finish off one 
opponent only to find yourself in another's sights 
before you've had a chance to rebuild. 

In the early stages-before anyone has been 
knocked out-you must avoid getting into large 
battles. Free-for-alls are all about positioning 
and timing. 

You should look for any opportunity to attack 
without exposing yourself. Better still, attack 
someone who can't retaliate. The key is to kick 
opponents when they are down. 


Everybody's Friend 


It's sneakp, but it marks. In a free-for- 
all game, send a message to euenjone 
offering to allp mith them. Tell them that 
pou're sending the message to them 
priuatelp, and instruct them to respond 
priuatelp as luell. If pou can pull it off, 
pou'll get to see the entire map— 
courtesp of pour "allies." Suggest joint 
attacks, but don't send pour ships in. 

["I mas just attacked and lost mp ships" 
marks great as an excuse— nobodp can 
see that pour launch baps are full.] Vou 
can't carrp this charade through to 
game's end, but it does allom pou to build 
up quickIp. 


Tgam Gamgs 

Team strategies that involve more than just 
coordinated attacks are very difficult to pull off 
and require a lot of planning. The map is a huge 
factor in this. On small maps, ganging up on 
opponents may be the best option. 

On larger maps, strategies like splitting the tech 
tree and having one player act as a banker can work, 
since there's enough time for these plans to pay off. 

Sneak Httacks 

Hyperspacing, cloaking, and using the 3D space are 
the best ways of doing sneak attacks. Fortunately, 
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Fig. JJ-JE. Lonce Fighters reuerse on ombush 
on Rnti-Fighter Gunship Coruettes. 

Lance Fighters are cheap, fast, fighter-class 
ships that are available with a simple Fighter 
Facility and inexpensive research upgrade. They 
are built specifically to destroy the larger, stronger 
Corvettes, and do so with ease. A combination of 
well-coordinated Lance Fighters, Assault Fighters, 
and Bombers can be a very effective early-to-mid- 
game combination, able to handle any threat your 
opponent presents. 

Command Corvgttgs 

For resource operations and Capital Ship defenses, all 
players have the ability to construct Fire Towers, 
granting their nearby craft improved accuracy and 
thus firepower. The Vaygr enjoy this advantage on 
offense as well with the fast-moving Command 
Corvette. 


good scouting and having some Proximity Sensors 
and Gravity Well subsystems can give you enough 
warning to defend against these attacks. 


Fig. 11-11. R Grouitg Uiell is gour best insuronce 
ogoinst "pop-up" ottocks such os this. 

l/augr Hdvantages 

The Vaygr Fleet is similar to the Hiigaran Navy in 
most ways, aside from its appearance. However, 
there are a few ships available to the Vaygr Fleet 
that have unique strengths one wouldn't expect 
after having only played as the Hiigarans 
throughout the single-player campaign. Now that 
we're discussing the multiplayer game, we've 
included a section that elaborates on five ships 
that can be used to surprise and overpower an 
unsuspecting enemy in a multiplayer game. 

Lancg Fightgrs 

Hiigaran Interceptors and Bombers are solid core 
units for early game attacks and harassment, but 
Corvettes very quickly outclass them. The Vaygr 
have a unique early-game advantage, however, 
which can make for deadly ambushes and 
surprises on opponents who consider themselves 
well protected with Gunships and Pulsar Gunships: 
the Lance Fighter. 


Fig. 11-13. Uoggr croft hold close formotion neor 
0 CoiJimond Coruette to improue their firepower. 
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This midgame unit remains valuable throughout 
the game, granting an attack bonus to all friendly 
ships within its command radius. Be cautious when 
in skirmishes against the CPU, as the Al tends to 
consider Command Corvettes a high-priority target. 

Hgavy Missilg Frigatgs 


Fig. 11-15. Uoggr Missile Coruettes pass 
through a Hgperspoce Cote. 

Battlgcruisgrs 


Fig. 11-lH. Heoug Missile Frigates bomb o 
Shipgord from ofor. 

The basic Vaygr Frigate-class vessel, the Heavy 
Missile Frigate is more specialized than it's 
Hiigaran counterpart. While not as effective in 
fending off smaller attackers, the Heavy Missile 
Frigate packs a far more lethal punch against 
Capital Ships. It's inexpensive to build and 
available by researching Frigates early. An attack 
on the enemy's undefended Flagship or 
Mothership with four Heavy Missile Frigates will 
often go uncontested until it's too late. 

Hypgrspacg Gatgs 

Though not actual ships in their own right. 
Hyperspace Cates deserve special mention. They 
allow the Vaygr to provide instantaneous transport 
for even the smallest of their craft to any location 
on the map-provided you can first get an exit 
gate established there. 

Building a staging point on an unexpected 
flank of your opponent's base can allow for a 
lethal ambush or pincer attack. 


Fig. 11-15. fl Battlecruiser engages a 
Mothership ot standoff range. 

The Vaygr endgame unit is just as formidable as 
the Hiigaran equivalent, but with a few special 
differences. Missile launchers located along the 
top of the vessel deliver the Vaygr Battlecruiser's 
primary punch. These provide heavy-bore damage 
capability with full coverage. Compare this to the 
Hiigaran Battlecruiser, which orients itself to its 
target before it can fire its heavy Ion Cannons. The 
Vaygr Battlecruiser's edge in these engagements 
can make a surprising difference. It also permits 
the Vaygr heavyweight to strafe Capital Ships, 
remaining mobile while dealing heavy damage. 
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MUL TIPLHYER MRPS 

n Humrn Dpprnent 

A human opponent is the only worthy adversary Far more cunning than the computer opponent, real 
people stop at nothing to decimate your fleet on the battlefield. This chapter covers the many different 
battlefields (multiplayer maps) that ship with the game, giving you the opportunity to understand the 
environment you're playing in before a fight to the death. 


Map Legends 


Latch Points: Refer to the number of 
places that a Resource Collector can 
attach to an asteroid and begin 
haruestmg. Dbuiousip, this is a crucial 
factor luhen determining hoiu manp RUs 
per minute pou should be haruestmg. 

Base: Refers to the number of latch 
points at pour starting position. 


Expansion: Refers to the number of latch 
points at pour closest resource 
operation expansion location [that is, 
pour secondarp resourcing location). 

Contested: Refers to a location of 
resources uuhere the operation is easilp 
challenged, like m the middle of the map. 



In the folloujing 
I maps, RU indicates 

a concentrated 
Resource Pocket, luhile Sl-SB indicates 
the starting positions of indiuidual 
plapers. Maps that don't indicate RU 
haue euenlp distributed RUs throughout 
the map. 







In this battlefield, beware of the middle nebula. 
Any Strikecraft die quickly with exposure to the 
radiation. 

Expand early with your Carrier and try using 
Fighters to defend against subsystem attacks by 
enemy Bombers. Focus on building at least 10 
Resource Collectors to support your strategy over 
the long run. An investment in your economy can 
power you to victory by funding the construction 
of many Frigates and Destroyers. These ships are 
the most effective against worthy opponents. 


Use hpperspace sneak 
attacks to fight 
enemies on the other 
side of the nebula. Since the distances 
betiueen enemies tend to be prettp far, 
this surprise tactic luorks luell. It also 
protects pour ships from the dangers of 
the nebula. 
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Dust clouds have numerous advantages. They're 
excellent for hiding your fleet, especially Carriers 
laden with Strikecraft poised for attack. Use the 
dust clouds strategically to spy on your enemy with 
Probes. Try hiding Bombers, and make surprise 
attacks on enemy subsystems. Leave them to lie in 
wait when the enemy defenses are weak. 

The middle is rich in resources but difficult to 
defend. Make it a priority to protect by targeting 
anything that comes near it. It is equally close to 
your opponents, so only take it for your own if you 
are confident that your defenses will prevail. 
Otherwise, build smaller operations on the fringes 
of the map and build up your fleet for a fatal strike 
in the late game. 
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Imposed Cosmos is truly a 3D map. Asteroid 
expansions are located above, below, and between 
you and the enemy Because of the size and depth 
of the map, ensure you send Probes to the high 
and low resource pockets; you definitely do not 
want your enemy harvesting without your 
knowing. With a lot of scouting, you can use the 
size and 3D nature of the map to your advantage. 

To ensure late game victory on the Imposed 
Cosmos battlefield, use groups of fast-moving 
Strikecraft to stop your enemy from expanding. 
Attack expansion points, then fly away when 
superior forces show up. Also, strategically attach 
Gravity Well subsystems to your attacking 
Battlecruisers or supporting Carrier. This ensures 
that your enemies cannot flee via hyperspace 
when your fleet is ravaging them. 


I5E 
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This is a great three-on-three map when fixed 
positions are turned on. The default settings place 
you within supporting range of your allies and at a 
safe distance from your enemies. 

An effective early game three-on-three strategy 
on Crimson Bond is for two allied players to go for 
a Destroyer gambit while the other ally provides 
defense with a constant production of Interceptors 
and platforms. Once your Destroyers emerge from 
the Mothership, hyperspace them into the enemy's 
base in tandem with an allied Carrier full of 
Strikecraft. The Strikecraft support the Destroyers 
while they lay waste to the enemy Mothership and 
resourcing operations. 
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1 SUum Training Eraunds: Five PlauBr 

X 


S3 
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HU 


*HU 
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HU 
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•HU 


SH^ 
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Total Latch Points: 6D Latch Points 
Base: H Latch Points 
Expansion: H Latch Points 
Contested: BD Latch Points 
Distance to Closest Enemp: BD km 


This is a good five-player "free-for-all" map. All of 
the expansion resources are contested, so you need 
a Scout to recon enemy positions and activities. If 
you don't, you'll end up fighting over the same 
pocket of resources, which is usually a waste of 
time and money. It is folly to attempt to take over 
a spot that your enemy already controls. 


Trp stapmg out of 
battle as long as 
passible luhile 
researching upgrades and building fleets 
□f Capital Ships and Frigates. 




You can also play this map for a two-on-two 
team game, with the unoccupied base left as a 
bonus for whichever team can get it first. The 
limited amount of RUs in the asteroid pockets 
makes expanding especially important. 
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k. 


Rings af Hraal: Four PlauBr \ 





Total Latch Points: ISB Latch Points 


Base: H Latch Points 

Expansion: BD Latch Points 
[Uerp dispersed in groups oT S] 

Contested: 3B Latch Points 


[Uerp dispersed in groups oT S] 
Distance to Closest Enemu: B7 km 



Asteroids are scattered everywhere on this 
battlefield, so try using Mobile Refineries to 
harvest effectively 

Focus on Strikecraft to harass enemies and 
defend your scattered resource operations. 
Strikecraft are more mobile than Frigates and 
Capital Ships, allowing you to defend more points 
quickly and easily 




Be sure to haue Probes 
and Scouts littered 
across the map so pou 


can cut off enemp forces before thep 
start lapmg luaste to pour far-flung, 
uulnerable resource operations. 


Try to take the resource points to the left and 
right of your base, where there are four asteroids 
in close proximity Place a Mobile Refinery and 
your Carrier nearby This gives you a spot that is 
easy to defend while affording you a modest 
amount of resources. 
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If you're trying an early game strategy, expand 
with your Carrier. Your initial resource pocket only 
has four latch points and enables you to build only 
a small fleet. You need the additional expansion to 
build up a sizable force. Taking this early is key to 
victory. 

In the late game, don 't let the enemy take the 
middle resource pocket. Once you've exhausted 
your expansion, it's a fight over the middle that 
decides who will have more RUs at their disposal. 
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Dante's Requiem is perfect for three-player free- 
for-alls. Make sure you quickly collect the salvage 
beside your Mothership; this can help speed up 
your initial production. Send your Mothership to 
one of the larger resource pockets, as the nearest 
one only needs a Carrier to support the number of 
latch points available to your collectors. 

The center of the map contains a lot of 
resources. Controlling these can give you an 
economic edge, as well as the ability to build lots 
of Capital Ships. However, it also makes you a 
target for your enemies. People won 't stand idly by 
while you out-harvest everyone. 
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This is a very aggressive one-on-one map. Your 
closest expansion is located between you and your 
enemy You must focus early on building Strikecraft 
and attempt to take out the enemy's expansion as 
quickly as you can. Because of the proximity of the 
enemy on this map, you can be sure it'll be a fight 
from the beginning. So keep building those 
Strikecraft and maintain pressure on your 
opponent. 

Alternatively, since there are not many places 
your enemy can attack without your knowing it, try 
building a ton of platforms. Defend your 
Mothership while going up the research tree to 
Battlecruisers. Just make sure you have the 
necessary complement of platforms and support 
them with Pulsar Corvettes. 
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Total Latch Points: 5S Latch Points 
Base: H Latch Points 
Expansion: H Latch Points 
Contested: 6 Latch Points 
Distance to Closest Enemp: B5 km 



Since there aren't many resources on Kharam 
Wreck, it is a good map to expand by building 
Strikecraft. Focus spending your RUs on building 
Strikecraft, don't invest in research or upgrades. 
Create an overwhelming force of Fighters and 
Corvettes and then attack the enemy Mothership. 
With the swarm of Strikecraft, strategically destroy 
subsystems with your Bombers. Your enemy will 
have difficulty pinpointing the Bombers amongst 
your swarm should you have free reign on 
subsystem annihilation. 


Use pour Mothership to 
take the middle 
resource pocket right 
off the bat. It's a gamble that can papoff 
big luhen pou haue more resources coming 
m than pour enemp! 
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1 Jadeth: Two PlauBr 
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Total Latch Points: 35 Latch Points 
Base: 7 Latch Points 
Expansion: 5 Latch Points 
Contested: B Latch Points 
Distance to Closest Enemp: 6B km 






Jadeth is a very large map. Try using hyperspace to 
your advantage in surprise attacks. Alternatively, 
use Gravity Well Generators to prevent the enemy 
from hyperspacing on top of your Mothership in the 
same way. Expand to the middle and make that 
your base of operations. That way, you 'll out- 
resource your opponent and have less distance to 
travel when trying to attack the enemy Mothership. 


Earip on, trp hpper- 
spacmg a Carrier full 
□f Strikecraft near 
pour enemp's Mothership. Proceed to flood 
the enemp luith Strikecraft produced bp 
the Carrier that is just out of range of 
enemp detection. Attack the Mothership's 
Fighter Facilitp Subspstem, then repeat on 
the resourcing operations. 


'aarp 


Try building a Gravity Well Generator on your 
Garrier. Any enemy attempts to hyperspace into 
your base will hit the edge of the effect of the 
Gravity Well. Move your Garrier over the enemy 
fleet. Gravity Well Generators work so that nothing 
can hyperspace into the area of effect, and any 
enemy unit within the area of effect cannot 
hyperspace out. So keep your Garrier close enough 
to the enemy ships, and they will not be able to 
retreat. This enables you to attack their Mothership 
with impunity. 

Use your Mothership Strikegroup, a Mothership 
with a Hyperspace Module attached, and Resource 
Gollectors of various types. Then hyperspace the 
fully loaded Mothership into the enemy base. 
Unload everything from the Mothership and start 
harvesting the enemy's asteroids with your 
Resource Gollectors. Attack the critical enemy units 
with your Strikecraft and take out Resource 
Gollectors and subsystems as normal. This will 
have the enemy up in arms and down in spirit. 

Additional strategy is to have a Gloaking 
Module on your Garrier, enabling it to more 
safely keep the Gravity Well over the top of the 
enemy group. 
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Total Latch Points: 3B Latch Points 


Base: B Latch Points 


Expansion: D Latch Points 


Contested: SB Latch Points 


Distance to Closest Enemp: S7 km 


Don't forget about the high and low resource 
pockets, as this is a true 3D map. These spots tend 
to get overlooked, and sometimes you can get 
away with just sending a Mobile Refinery with six 
Resource Collectors. If it is never noticed, it will be 
a very productive operation. 

Make sure you get a second Carrier or a Shipyard 
pretty early to spend all the RUs you accumulate. 
Leave your Mothership and initial Carrier at your 
base, and get 16 Resource Collectors harvesting as 
soon as you can. This ensures a late victory 
through researching and building a more 
formidable fleet. 


Candusian 

Now that you have an inside look at the maps, as well as the suggested strategies for each map, we expect 
to see you online, destroying every opponent and claiming these maps as your own. 
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Hugaran 

Ship 

Role 

Speed 

Attack 

Armor 

Carrier 

Ship production 

?s 

HO 

BG,GGG 

[Fighter] Interceptor 

flnti-Fighter 

3BS 

3B 

ISO 

[Fighter] Bomber 

flnti-Capital Ship Fighter 

DSD 

H33 

ISO 

[Coruette] Gunship 

flnti-Fighter 

BIS 

SB 

1,B00 

[Coruette] Pulsar Gunship 

flnti-Coruette 

BIS 

SH 

1,B00 

Minelaper Coruette 

Beplops and Clears Mines 

BIS 

HB 

HOB 

Torpedo Frigate 

Coruette Killer 

161 

SOB 

IB, BOB 

Defense Field Frigate 

Defense Field that stops most attacks 

161 

1? 

10,000 

Flak Frigate 

flnti-Fighter 

161 

SO 

16,000 

Ion Frigate 

flnti-Frigate 

ISO 

31B 

16,000 

Marine Frigate 

Rlloius pou to capture enemp ships 

B30 

BG 

10,000 

Destroper 

flnti-Frigate 

HDD 

3 

BS,000 

Battlecruiser 

Super Capital Ship 

BS 

S,B00 

BH0,000 

Besource Collector 

Collect materials for processing 
into RUs 

B?6 

G 

B,000 

Mobile Refinerp 

Resource Collector drop-off point 

BB6 

BG 

16,000 

Probe 

Single-burn reconnaissance unit 

DOG 

0 

100 

Proximitp Sensor 

Cloak detector 

BOG 

0 

100 

Gun Platform 

Rnti-Fighter defensiue structure 

BOO 

SB 

S,000 

Ion Cannon Platform 

Rnti-Frigate defensiue structure 

BOO 

IB? 

S,000 

Sensor Distortion Probe 

Disrupts enemp sensors 

BOB 

0 

100 

Shippard 

Ship production 

IS 

IBO 

160,000 

Mothership 

Ship production 

HO 

IBO 

B00,000 
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l/augr 

Ship 

Role 

Speed 

Attack 

Armor 

Carrier 

Ship production 

BED 

H3 

ISO 

[Fighter] Assault Craft 

Anti-Fighter 

3BS 

30 

BIO 

[Fighter] Lance Fighter 

Anti-Coruette 

BED 

H3 

ISO 

[Fighter] Bomber 

Anti-Capital Ship 

BED 

33B 

IGO 

Laser Coruette 

Anti-Capital Ship 

BIS 

3SD 

1,600 

Minelayer Coruette 

Anti-Frigate 

BIS 

HB 

HOD 

Missile Coruette 

Anti-Coruette 

BIS 

BB 

1,BDD 

Command Coruette 

Attack bonus to ships in radius 

BIS 

0 

BOO 

Assault Frigate 

Anti-Fighter 

161 

IB? 

16,000 

Shipyard 

Ship production 

IS 

SSO 

160,000 

Missile Frigate 

Anti-Frigate 

ISO 

3S1 

10,000 

Infiltration Frigate 

Alloius you to capture enemy ships 

BSD 

S3 

16,000 

Destroyer 

Anti-Frigate 

IIS 

uoo 

BS,000 

Battlecruiser 

Super Capital Ship 

63 

S,HDH 

BH0,000 

Aesource Collector 

Haruests AUs from asteroids 

B?B 

0 

B,000 

Probe 

Single-burn reconnaissance unit 

EGG 

0 

100 

Proximity Sensor 

Cloak detector 

EGG 

0 

100 

HS Gateiuay 

Enables hyperspace betiueen 
tujo points 

EGG 

0 

10,000 

Shipyard 

Alloius you to build Capital Ships 

IS 

SSO 

160,000 

Mobile Aefinery 

Aesource drop-off 

BBS 

GO 

16,000 

Sensor Distortion 

Distorts enemy sensors 

EGG 

0 

100 

Mothership 

Ship production 

HD 

IBO 

B00,000 
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OrdBrs, EontinuBd 

Command 

Key 


EMP 

m 


Deploj^ Mines 

a 


Sensor Ping 

a 


Capture 

a 


Retire 

1 Ctrl l+l shift 


Scuttle 

1 Ctrl l+l shift 


Kamikaze 

1 Ctrl l+l shift 


Eantral Eraups 

Command 

Key 


Resign Control Group 

[ciiT\*[T\-[W\ 

Unassign Selected 
from Control Group 

Ctrl 1 +1^77^ 


Unassign Rll 
Control Groups 

1 Ctrl l+l shift 

]+\n^ 




4 

i ^ 
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Appendix B: Command Keys 


Taskbar 

Command 

Key 

Build Manager 

m 

Research Manager 

m 

Sensor Manager 

{space 1 

Launch Manager 

a 

Euents 

a 

Dbjectiues 

a 

Diplomacy 

a 

Queue 

m 

Fleet Info 

m 

Go to Last Euent 

NUM PAD 

Tactics and Fnrmatinns 

Command 

Key 

flgro Tactics 

a 

Pas Tactics 

a 

Def Tactics 

a 

Strikegroup 1 

a 

Strikegroup 2 

a 

Strikegroup 3 

a 

Disband Strike 

a 

Camera 

Command 

Key 

Focus 

a 

Pan Foriuard 

a 

Pan Back 

a 

Pan Left 

a 

Pan Right 

a 

Pan Up 

insert \ 

Pan Doiun 

{delete \ 

Preuious Focus 

{ page up \ 

Last Focus 

{page down] 

Focus on Build 
Capable Ships 

{home\ 

Select Focus 

[^+LMB 


BuHil and Research 


Command 

Key 

Build-Utilitp Class 

aa 

Build/Subspstem- 
Subspstem Modules 

a+a 

Build-Subspstem Sensors \W\+[^ 

Build-Fighter 

aa 

Build/Coruette-Coruette 

a+a 

Build/Frigate-Frigate 

aa 

Build/Capital-Capital 

a a 

Bui Id/Platform- Platform 

a a 

Build Dption 1 

a a 

Build Dption 2 

a a 

Build Dption 3 

a a 

Build Dption H 

a a 

Build Dption S 

aa 

Build Dption 6 

a a 

Build Dption ? 

aa 

Build Option B 

aa 

Build Option S 

a a 

Cancel Build 

aa 

Pause Build 

aa 

Cancel Subspstem Build 

aa 

Pause Subspstem Build 

a a 

Sustem 

Command 

Key 

Menu 


Quick Exit 

a a 

Cpcie Ul 

{backspace\ 

Toggle Tactical 
Duerlaps [TBs] 

1 tab 1 

Screenshot 

{print screen \ 

Pause 

{pause 1 

Chat 

enter \ 
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Prelude tu 
THE End Times 

Hiigaran History from 9525 CSY to 9625 G5Y, 
outlines the period spanning the return of the 
Exiles to their Homeworld through to those events 
generally acknowledged as the beginning of the 
End Times. 

The following is a chronicle of the events 
occurring after the return of the Hiigaran Exiles to 
their home, under the leadership and command of 
Karan S'Jet. The years immediately following 
landfall upon Hiigara were, without doubt, among 
the hardest the Exiles had faced. Those who had 
been brought to Hiigara in suspended animation, 
known as Sleepers, arose to the revelation that the 
planet upon which they had lived for so many 
years, Kharak, had been destroyed. The world they 
had been brought to, Hiigara, was their only 
chance for the future. 

Colonization was a slow and difficult process. 
The Hiigaran Kiithid had expected to return to 
paradise, yet they instead found shattered cities 
left in the wake of the Taiidani evacuation, 
following the death of their emperor, Riesstiu IV 
the Second. However, they could ill afford to 
expend all of their resources upon rebuilding, 
given the presence of raiders, pirates, and Taiidan 
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Still loyal to their fallen emperor-all of them eager 
to test Hiigara in its weakened state. Even political 
factions, including members of the Galactic 
Council, attempted to have Hiigara placed under 
their control, arguing that the Exiles could not 
possibly defend themselves and therefore required 
assistance from a larger government. All of these 
opponents, military and political, had underes- 
timated the Exiles' resolve. Having lost so much 
and fought so hard, they were not prepared to fail 
at this stage. Against all who would take Hiigara 
from them, they stood firm. 

Rebuilding 

Slowly but surely, the shining cities of Hiigara were 
rebuilt. Libraries were unearthed, filled with 
documents detailing the ancient histories of the 
Hiigarans, their origins and ancestry. While often 
arcane and frequently contradictory or couched in 
the language of myth and legend, they were 
nonetheless a revelation for the Kushan people. 
Having lived so long without a true history, they 
now had access to archives detailing events of up 
to 6,000 years past. As a people so long without a 
history to call their own, the discovery of records 
outlining their past came as a welcome core on 
which to build their new future. 



Fig. RC-01. The rebuilding begins. 

More importantly, this history gave the Exiles 
hope. They were a proud people with an even 
prouder past, and no longer mere Exiles, but 
Hiigarans. They had faced endless trials and bitter 
enemies, and yet in the face of every challenge 
they had built a republic spanning nearly 40 
worlds at its height. This growth had begun with 


the introduction of hyperspace technology, approx- 
imately 4,000 years prior, and continued until the 
time of Exile. 

The Gift OF 
Hvpfrsphff 

Among the facts detailed within the manuscripts 
was the role of the Bentusi in spreading the secrets 
of hyperspace across the vast expanses of space. It 
began with the Outer Rim Trade Routes, traversing 
hundreds of occupied worlds and bringing the 
Bentusi to each. With knowledge far exceeding 
that of any race they encountered, they were able 
to profit while spreading their wisdom. With each 
passing decade, more of the fledging races 
purchased the knowledge of hyperspace and 
charts of the Outer Rim Trade Routes, each 
thereby joining the Bentusi as unbound races 
among the stars. 


Outer 

Rim 

Trade 

Routes 


The trade routes established bp the 
Bentusi couer a large number of luorlds 
located on the outer rim of the galaxp. 
UJhile the trade routes are thick and 
plentiful through the galaxp's outskirts, 
the number of routes that trauerse the 
inner galactic sphere are far feiuer, and 
none extend so far as the galactic core. 
In fact, Hiigara is among the closest to 
the core of those spstems couered. 

Giuen the plentiful resources to be found 
m the inner sphere, it is curious that 
more of the trade routes do not couer 
these regions. Manp explanations haue 
been offered, but ultimatelp the Bentusi's 
reasons remain their oiun. Euen noiu, feiu 
trauel too close to the core— of those 
mho do, manp do not return. 


What had once been a collection of isolated 
peoples, each believing itself to be the only life in 
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the galaxy, was now becoming a galactic 
community released from the shackles of sublight 
travel that once bound them. Trade, discussion, 
and war followed in the wake of the Bentusi. Yet 
the Bentusi withheld a key advantage from the 
races with which they had traded. Ever canny, it 
seemed they had not given up all of their secrets. 

Short amt Far Jumps 

While many races now had access to hyperspace, 
the range and potential of their drives was limited. 
Despite being able to travel farther and faster than 
had even been conceived of in the days of sublight 
travel, there were still limits to the power of the 
drives derived from the Bentusi blueprints. These 
limits did not seem to apply to the Bentusi 
themselves, however. They were able to effortlessly 
travel the vast expanses of the galaxy in a mere 
blink of an eye-to Far Jump. Many races managed 
to reverse engineer the Short Jump technology 
provided by the Bentusi, and some even developed 
improvements and refinements upon the original 
designs. Yet even the finest of scientists granted 
that Far Jumping would require a level of power 
exponentially greater than that currently available. 
Thus, despite the many minds applied to the 
question. Far Jumping remained the exclusive 
privilege of the Bentusi. 


EaNFLICTHEHIN 

Besets the Ehlhxy 

When the specter of war first raised its head, the 
Bentusi moved quickly into action. Many would-be 
conquerors were left impotent by the arrival of the 
Bentusi Flagship and its accompanying fleet. Never 
the first to fire, they were nonetheless capable of 
incapacitating entire armadas while taking almost 
no losses. Such extreme measures were rarely 
required, however, as few fleets would stand and 
fight when confronted with the power of the 
Bentusi Fleet. And any bold enough to do so did 
not fight for long. The Bentusi offered their trading 
partners a guarantee of peace, provided they 
remained peaceful in turn. Regardless, there were 
always some who would wage war upon their 
neighbors. After facing the overwhelming might of 
the Bentusi Fleet, however, none were foolish 
enough to make a second attempt. 



Fig. RC-OS. The Bentusi Fleet in action 
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Nearly 500 years passed with the Bentusi keeping 
the peace amongst the thousands of races with 
which they dealt. However, with communication 
and the exchange of diplomats amongst the 
planets came a growing murmur of dissent. The 
Bentusi, many said, had no right to dictate their 
wishes to an entire galaxy. Slowly this dissent grew, 
and in time it gained its focus. 

Hn Uprising 

Who the leader of this revolution was and how 
precisely he managed to coordinate such a bold 
uprising has been lost to the sands of time. Yet it 
would seem that over the course of several hours, 
thousands of wars began at once, scattered across 
the entire spread of the Outer Rim Trade Routes. 
While the Bentusi Fleet was effectively invincible 
and seemed able to cross the galaxy in mere 
moments, it could not be everywhere at once. Its 
greatest strength was its greatest weakness. Some 
assumed the Bentusi possessed many fleets, each 
headed by one of their Harbor Ships. In truth, only 
one Harbor Ship existed, and when confronted by 
galaxy-wide wars, the Bentusi faltered. 


With outright war breaking out across the 
galaxy in hundreds of locations, there was little the 
Bentusi could do but deal with as many cases as 
they could and await the inevitable end of 
hostilities. When the chaos at last died down, 
many worlds had been conquered, and where 
there had once been hundreds of tiny individual 
governments now stood powerful empires 
spanning multiple worlds. Amongst these 
conquering empires was that of the Hiigarans, 
whose war fleets easily shattered their neighbors' 
defenses and brought them under the auspice of 
the Diamid, Hiigara's ruling council. 

The Rise OF THE 
Ehlhetie Ehuneil 

These new empires were able to make demands 
upon the Bentusi that would have been impossible 
as individual worlds. With the ability to disrupt the 
Bentusi trade routes ably demonstrated, they 
coerced the Bentusi into allowing them self- 
government, although there are some who 
contend this was always the Bentusi intent, and 
they were merely awaiting evidence the worlds 
were ready for independence. Regardless, the 
worlds maintained that a collective of rulers (many 
of them, ironically, dictators in fact if not in name) 
would be a fairer way for the fates of worlds to be 
decided, rather than the dictatorship that had 
been imposed by the Bentusi. Thus, through the 
trials of revolution, anarchy, and outright war, the 
Galactic Council was born, and the Hiigarans were 
amongst its founding members. 

Also joining them amongst the 1 6 founding 
empires of the Galactic Council were the Taiidani, 
who had already been involved in a number of 
disputes with the Hiigaran people. Both located in 
the same area of space, they had built their 
respective empires by assimilating those worlds 
that surrounded them. However, those worlds on 
the borders between them had been bitterly 
fought over during the preceding battles, and their 
respective troops were still locked in combat above 
the skies and upon the ground of many. The 
ownership of these disputed planets was one of 
the first matters brought before the Council, and 
the resolution clearly favored the Taiidani. It 
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appeared theTaiidan representative had bribed, 
blackmailed, and in some cases even arranged the 
assassination of members of the Council in order 
to have the planets awarded to the Taiidani. 
Worse, a 30-light-year exclusion zone was 
instituted, into which the Hiigaran Fleet could not 
approach without the threat of serious reprisals 
from the Council. 
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The Seehno Ehhe 
I s Found 

Had circumstances differed, the Hiigarans would 
have been impotent in the face of the Council's 
edicts. Yet it was at this point that exploration 
within several previously uncharted sectors of the 
Great Wastelands unearthed an artifact that would 
prove the most important discovery in the history 
of Hiigara. A Hyperspace Core was found enclosed 
within a crystalline lattice, supported within the 

heart of a shattered 
starship of awe- 
inspiring scale. This 
Hyperspace Core 
would provide the 
Hiigarans with the 
means to take their 
vengeance upon the 
Taiidan and recover 
those planets they 
considered rightfully 
theirs, yet this would 
ultimately also seal 
their fate as Exiles. 


Fig. RC-03. Deep in the Great UJostelonds the 
second Hgperspoce Core is found. 

With time, they unlocked the mysteries of the 
Hyperspace Core, clearly as powerful and capable 
as the Far Jumper utilized by the Bentusi. After 
extensive re-engineering of the core's containment 
unit, it was mounted into a newly constructed 
Flagship christened Sajuuk's Wrath. This single 
vessel harnessed more firepower than any other 
vessel in the Hiigaran Navy. And this, combined 
with its ability to Far Jump, represented the 
advantage required to both crush the Taiidan and 
allow the Hiigarans complete freedom unmatched 
by any other than the Bentusi. 
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would be unable to mount a retaliatory strike. The 
orbital missiles fell for a full day upon the Imperial 
Palace and every military facility upon Taiidan's 
surface. Satisfied that the Taiidan threat had been 
permanently neutralized, the Hiigaran Navy 
departed. Sixty-seven hours had passed between 
the departure of the fleet from Hiigara to its 
return. 


Fig. RC-OH. Flagship of the Hiigoron Fleet, 
Sajuuk's UJrath. 

Power Unleasheil 

Heeding the Bentusi example, every operational 
ship of the Hiigaran Navy was recalled and 
reformed into a single, massive fleet. Knowing that 
the bulk of the Taiidan Navy was currently poised at 
the Hiigaran border, the Hiigarans utilized the 
advantage of their Far Jump capabilities and struck 
deep behind the Taiidan lines. Able to strike the 
Taiidan patrols and garrisons they encountered with 
the full force of their entire fleet and then quickly 
move on, the Hiigarans demolished each Taiidan 
force they encountered. Before the first report of this 
destruction could reach Taiidan, the seat of the 
empire's power and home to the Imperial Palace, 
the Hiigaran fleet stood poised in orbit. 

The Taiidan Elite Guard, realizing they could not 
hold against such overwhelming force, never- 
theless threw themselves into the fray, hoping 
vainly to hold the line long enough for 
reinforcements to arrive. With the last barrier 
between Sajuuk's Wrath and the Imperial Palace of 
Taiidan removed, the Hiigarans maneuvered into 
high orbital position in order to begin planetary 
bombardment. A surgical strike was planned to 
cripple the Taiidan and therefore ensure they 


Impassible necisians 

The outcome of this action and the potential 
reprisals from the Galactic Gouncil had been 
exhaustively discussed in the Diamid before the 
attack was launched. After long debate, it had 
been decided that defiance of the Gouncil's orders 
was the only option remaining to the Hiigaran 
people. Had the Taiidan been allowed to keep the 
worlds they had taken, they would soon encroach 
upon worlds deeper within the Hiigaran terri- 
tories-if not by force, then via economic influence. 
It would then be but a matter of time before 
Hiigara was merely another subservient world 
under the banner of the Taiidan Empire. 

Slow assimilation was considered unacceptable, 
especially given the harsh limitations placed upon 
the development of the Hiigaran military by the 
Gouncil. It was clear that action needed to be 
taken immediately, or the glorious history of 
Hiigara would end here, a mere footnote for the 
future. The ancient core had evidently been 
handed to them by the will of Sajuuk, and it was 
his wish that Hiigara use the advantage it had 
been granted in order to snatch victory from the 
Taiidan while they least expected to be opposed. 

The strike complete, and the core having proven 
more successful than even the most optimistic 
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general had hoped, the Hiigarans awaited the 
inevitable reaction from the Galactic Council. The 
Council was notoriously slow in its decision-making 
processes, a failing the Diamid had banked upon in 
the calculations for the war against the Taiidan. 
Given the usual timeframes of the Council, Hiigara 
would have time to dispatch the fleets upon their 
borders and reclaim the worlds that were rightfully 
theirs, presenting the Council with a fait accompli 
impossible to reverse. Surprisingly, the Council 
moved faster than anyone expected, and within 
days of the return of Sajuuk's Wrath, the Council 
had delivered its initial edict. The Hiigarans were to 
turn over their core to the Council's safekeeping, 
retreat from the disputed worlds immediately, and 
abandon all military vessels of the Hiigaran Navy 
within the 30-light-year exclusion zone. Precisely 
what decision would be made thereafter, as well as 
the eventual fate of the core and the navy, would 
be resolved at the Council's usual pace. Hiigara 
was given 24 hours to comply or face the severest 
possible consequences. 

Debate raged throughout the emergency 
meeting of the Diamid, yet one fact remained clear 
throughout. The glory of the Hiigaran Fleet, 
combined with the power of the Far Jumper, gave 
them an unstoppable advantage against any 
opponent foolish enough to challenge them. No 
foe could possibly challenge Hiigara, except one. 

Honor OVER Hll 

On the matter of the Bentusi, the words of 
Malketh LiirHra-Kiith-Sa of his people and their 
representative at the Diamid-have been preserved 
to this day. 

"We are a people forged in the struggles of 
battle, conflict, and death. Where others see pride, 
we see only duty Where invaders see weakness, we 
see honor. As individuals we go to war, yet we 
return as family, Hiigarans, Kllth. The choice before 
the Diamid is that between war and submission. 
Our foe possesses every material advantage that 
we possess and hundreds of years more experience 
wielding the power of their core. They have the 
support of the Galactic Council while we stand 
alone. You cannot consider your spirits yet tested if 
you accept only those battles where victory is 


Prima's Official Strategy Guide 


certain. Many men would turn back now at the 
thought of the hardships before us should we 
challenge the Bentusi. We stand at the edge of our 
future with only one question to be answered. Are 
we to be remembered as Hiigarans, or do we bow 
to the sands of time?" 

The eventual decision for the Diamid was clear. 
As the deadline for compliance reached its final 
minutes, word was sent to the Council that the 
Hiigarans agreed to the conditions outlined. Their 
Navy would be abandoned within the exclusion 
zone and the core would be handed into the 
safekeeping of the Council, with one caveat. The 
Hiigarans trusted none of the Council to guard the 
core responsibly, except the Bentusi. The core 
would be delivered to the Bentusi Harbor Ship and 
none other. 

Relief within the Council was palpable. It 
seemed the Hiigarans had submitted at the 
eleventh hour, and the prospect of war had been 
put to rest. Yet the Hiigarans had no intention of 
honoring the agreement they had proposed. When 
the Bentusi Harbor Ship arrived within the 
exclusion zone, it found the entire Hiigaran Navy 
awaiting, and seemingly abandoned. Sajuuk's 
Wrath stood at their center, core exposed and 
ready for Bentusi removal. 



Fig. HC-05. The Hiigoron Noug lies in luoit, 
seemingig derelict. 

However, upon observing the entry of the 
Bentusi and their lack of escorts, the Hiigaran 
Navy sprang to action. Power-up sequences firing 
under emergency procedures, the fleet moved 
against the Bentusi from every vector before they 
could begin to react. The Hiigaran Fleet gave no 
quarter, the initial salvo slamming into the housing 
for the Bentusi Hyperspace Core. This bold and 
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Hiigarans fought on. Sajuuk's Wrath leapt from 
flank to flank, blinking in and out of hyperspace 
and bolstering the Hiigaran forces wherever it was 
needed, yet the Bentusi Harbor Ship outma- 
neuvered it each time. After many hours of solid, 
bloody combat, there was nothing left of the 
Hiigaran Navy beyond debris and their Flagship. 
Once again, the Bentusi offered the option of 
surrender, and once again they were refused. 
Wishing to ensure the core was preserved, they 
ruined the engines of Sajuuk's Wrath and began to 
maneuver into position to dock. 

H OesperatB Escape 

However, the commander had a contingency plan 
prepared. Manually disengaging the mass 
overrides, he plotted a course for the surface of the 
Hiigaran moon. It was almost certainly suicide to 
hyperspace so close to a Gravity Well, yet he knew 
that any sane course he could plot the Bentusi 
would follow. Having watched the fleet he had 
proudly commanded annihilated in battle, he could 
not survive them and retain his honor. Even if the 


decisive move, had it succeeded in disabling the 
core of the Bentusi, could have changed the future 
of the Hiigaran people in the blink of an eye. Yet 
they had not counted upon the capabilities, 
experience, and raw speed of the Bentusi. 

Bentusi Counterattack 

Leaping immediately into action, the docking bays 
of the Harbor Ship began to launch powerful and 
compact combat-ready vessels, while the power of 
their core wrenched the rest of their fleet from 
nearby staging grounds directly into the heart of the 
war zone before them. Shields and defensive fields 
were raised as the gravity around Bentus began to 
increase in magnitude by the second. The Hiigaran 
admiral watched in shock and dismay as his fleet 
began to fall on all fronts before the overwhelming 
experience and technology of the Bentusi. What had 
a moment earlier seemed to be a textbook victory 
was quickly dissolving into defeat. 

As in every battle the Bentusi had fought, they 
offered their opponent every opportunity to 
surrender. Yet even against impossible odds, the 
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maneuver ended in the ship's destruction, the 
Diamid had been told of his plan and knew where 
to search for the core. Perhaps the future could be 
salvaged from the wreckage of the present 

CONSEaUENCES 

In the aftermath of the overwhelming Hiigaran 
defeat, the Galactic Council granted the remaining 
Hiigarans their freedom under the condition that 
they would never again prepare for war or bring 
arms against others. With the fleet wiped out and 
the Hyperspace Core lost (or so it was assumed) 
they presented no threat, in any case. Further 
sanctions were agreed to be unnecessary, as 
Hiigara had been all but crippled by its own 
foolish actions and stubborn pride. 

The remorse of the Bentusi was second only to 
that of the Hiigarans. They had existed for so long 
alone among the space-faring races, truly unbound 
and possessed of power beyond the grasp of any 
other. After so many hundreds of years they had 
finally found a potential equal, or so it had 
seemed. Now they were responsible for stripping 
that power from the Hiigarans for crimes that. 


while certainly of immense seriousness, essentially 
amounted to immaturity. They had made errors of 
their own, and their histories told of early 
incidences of abuse of the power they had been 
granted. If there had been an older. Far Jump- 
capable race present at the dawn of the Bentusi 
expansion, they may well have found themselves 
in precisely the position the Hiigarans were now 
trapped in. A time of formalized mourning began 
among the Bentusi, and when they were done, 
each Bentusi vessel was disarmed and demili- 
tarized. Their announcement to the Council was 
one of the final entries in the Galactic Council 
records preserved among the documents found 
upon Hiigara. Events beyond this time have largely 
been assembled from other sources, many of them 
less formal than the records of the Council. 

"We retract our martial support from the Council 
we once founded. Never again wil! the Bentusi 
wage war for the cause of peace. We bind our 
hands before the collected worlds. We will remain, 
if permitted, members of the Council, no more nor 
less than any other. May a new age of peace 
prosper free of our influence." 
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No Lasting PnaEB 

The age of peace hoped for by the Bentusi was not 
to be, however. Lacking the guiding hand of an 
emperor, the Taiidan worlds were in chaos. The 
only remnants of their once-fearsome navy was the 
fleet staged upon the Hiigaran border, under the 
command of Admiral Riesstiu. With no emperor to 
guide his actions, Riesstiu declared himself sole 
commander of the Taiidan Navy. Already viewed as 
a hero due to his bravery and strategic acumen in 
battles past, his declaration was nearly unani- 
mously supported. It was, however, a mere 
formality, as he had already been appointed 
commander of the border forces, which were very 
nearly the entirety of the Taiidan Navy after the 
Hiigarans' brutal invasion. It was generally 
believed that what was needed now was decisive 
and unbending leadership, and under such circum- 
stances the admiral was seen as the perfect man 
to lead. 

Uncompromising in the face of hard decisions 
and untouched by any streak of mercy, in more 
gentle times he may have been viewed with an 
edge of suspicion. Yet the destruction of the 
Imperial Palace had struck the Taiidan hard, and 
the call for revenge was heard at every turn. With 
the Bentusi withdrawal from military enforcement 
and the Hiigaran Navy in ruins, Riesstiu knew his 
opportunity had arrived. 

The Taiidan offensive against the Hiigaran 
Empire moved quickly, smashing what small 
defenses it encountered upon the way to its final 
destination. Each planet it passed was offered the 
chance to join the Taiidan Empire, and all those 
who refused were annihilated. The Taiidan had 
developed weapons that would cleanse the entire 
surface of a planet of any sign of life, and they 
were both prepared and horribly eager to use them 
upon those who had slain their emperor. 

H Terrible Revenge 

The first planet to refuse served as an unfor- 
gettable demonstration. Hundreds of millions of 
lives were ended without warning as revenge for a 
crime of which they were ultimately innocent. After 
that, few other worlds refused the offer of Taiidan 
alliance. Regardless of their submission, many 


planets were razed regardless. Some, the admiral 
claimed, had converted too easily and therefore 
would make untrustworthy allies. Others were 
overly reluctant and therefore most likely still loyal 
to Hiigara. More lives were lost in the space of 
Riesstiu's Revenge, as the slaughter became 
known, than had been lost in all recorded battles 
since the Outer Rim Trade Routes were first estab- 
lished. The Council threatened sanctions, yet 
Riesstiu carried on without care. Taiidan was an 
Empire without an emperor, and there was little 
effect any sanction could have upon them given 
their complete lack of structure or hierarchy. 

As news spread of the utter carnage being 
waged against a defenseless foe, protest began to 
build. Many races, both those of the Council and 
independent worlds, called for the Bentusi to 
intervene with force, yet they would not. Their vow 
had been in earnest and though they wept for the 
Hiigarans fate, they would not return to the ways 
of conflict they had abandoned. They did volunteer 
to adjudicate discussion between Riesstiu and the 
Diamid, in pursuit of an acceptable resolution. 

Taiidan Remands 

The admiral's demands were simple. All Hiigaran 
worlds would now belong to the Taiidan Empire. 
Hiigara itself would stand as the site for the new 
Imperial Palace, given that it had the resources 
and infrastructure in place that had been 
destroyed upon Taiidan. Every native Hiigaran 
would be executed or pressed into slavery, 
dependant upon the level of their involvement in 
the destructions wreaked upon the Taiidan 
Homeworld. 

Despite attempts to find a middle ground by 
the Diamid, the admiral would not move on any 
point. The Hiigaran spirit had been broken by the 
loss of the fleet and the core such that they could 
nearly accept the loss of their empire, even the 
occupation of their planet, but slavery was too 
bitter a pill for even the most broken Hiigaran 
spirit to swallow. Resigning themselves to 
destruction, they prepared for the end. 
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Exile 

Yet the Bentusi, shamed by their part in the 
Hiigarans' downfall, continued to negotiate and 
finally managed to find a solution acceptable to 
the Council, Taiidan, Riesstiu, and the Hiigarans. 
The Hiigarans would have a single month to board 
a sublight transport departing toward the galactic 
outskirts. Any left behind would be enslaved or 
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executed, but those willing to accept the 
compromise arranged by the Bentusi would be 
dispatched to an occupied desert planet far 
beyond established trade routes. There they could 
attempt to build a new life, provided they never 
again developed Far Jump hyperspace technology. 
If they were to venture beyond their planet with 
the now-missing core or another like it, their 
destruction would be sealed. 

The Diamid decided quickly. Given the choice of 
death or exile, the Kiith-Sa voted overwhelmingly in 
favor of granting their people the option of life, 
regardless of how difficult that life may prove to be. 

Thus, all of the able-bodied population of 
Hiigara were exiled to the desert world of Kharak, 
only the smallest of victories still held within their 
grasp. The Hyperspace Core, the single most 
powerful artifact possessed by the Hiigaran people 
and the match of that possessed by the Bentusi, 
had been retrieved from Hiigara's moon and 
smuggled aboard the ship that carried them to 
their Exile. Thus, they hoped, their ancestors may 
one day have the chance to regain their home and 
their empire. Even in the most futile of situations, 
the Hiigarans retained their dignity and dared 
hope for the future, despite the dangers that 
possession of the Core brought with it. And so, 
onboard sublight transports the Hiigarans saw 
Hiigara vanish forever behind them. 

Life an kharak 

For 3,000 years, the Exiles survived on Kharak. 
Hiigara became a legend, and in time even the 
legend was forgotten. This all changed when a 
satellite discovered an ancient starship buried in 
the sand. Inside lay the Guidestone and the word 
"Hiigara," home, etched on its surface. But this was 
not the only discovery, for deep within the ruin lay 
the ancient Hyperspace Core. When once it had 
resulted in their Exile, this core would now return 
the Exiles home. 

The blueprints of the core were integrated and 
expanded upon, or so the Hiigarans presumed. In 
fact, the core itself remained at the heart of the 
Mothership's drive. It was merely the containment 
unit that had been expanded to account for the 
stresses of sending a Mothership class vessel 
through hyperspace. The containment units, which 
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had proven perfectly sufficient onboard Sajuuk's 
Wrath, were unusable due to the substantially 
lower energy output of post-Exile technology 

Despite having brought the core with them, the 
Hiigarans had no understanding of its power or its 
true origins until 40 years after their arrival on 
Hiigara, when the first documents explaining its 
history were unearthed. Accompanying these 
documents were a collection of blueprints and 
schematics remarkably similar to those produced 
thousands of years later by the engineers who 
built the Mothership. 

However, further delving into the archives 
revealed that these cores were more than merely 
the instruments of the Hiigarans' Exile and return. 
In many of the archives it was recorded that the 
cores possessed by the Hiigarans and the Bentusi 
represented two of three powerful artifacts dating 
far beyond the reach of history. 

Blessing dr Curse 

Reports differed depending on the source. Some 
stated that these cores were a gift from Sajuuk, the 
Great Maker, to his favored children. Others 
suggested they may have been forged at the same 
time as the universe itself, within the same forge in 
which Sajuuk had hammered the sky from raw 


thought. Still more implied the cores survived from 
a time before time, when gods traveled the stars in 
search of races to endow with sentience for their 
amusement. More mundane, but mentioned in 
several key writings, was the possibility they were 
merely leftovers from an empire that had fallen 
many hundreds of thousand of years prior. 

Yet all the documents, while differing in many 
areas, agreed upon one fact. When the third of the 
great cores is unearthed, it will mark the 
beginnings of the End Time. Judgment will come 
upon the children of Sajuuk, and only the Sajuuk- 
Khar, the chosen people, will stand unchanged by 
His Hand. 

Mather of the 
New HHgaran Rge 

Debate raged throughout the Diamid for many 
years after the Hiigarans returned home regarding 
what should be done with this ancient core. The 
Kiith Nabaal and Makaan both argued in favor of 
restoring the core to active service, while Kiith 
Soban and Somtaaw thought the past was better 
left buried. However, in reality, all awaited the 
verdict of one Kiith upon the matter. 
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Ultimately the decision lay not with Kiith S'Jet, 
but in the hands of its most honored and 
respected member, Karan S'Jet. As the pioneer of 
the neural interface that made the Mothership's 
journey possible, and the mind behind its 
pilgrimage, hers was without doubt the most 
respected opinion on Hiigara. All the more so 
because it was so rarely given, and even then only 
on matters of grave import. There was no doubt 
that in a matter tied so closely to the history of 
their people and the technology of the Hyperspace 
Cores, Karan's opinion, if given, would be the 
deciding factor for the Diamid. 

Her connection to the Mothership had perma- 
nently changed Karan. The years since the return 
to Hiigara did not show upon her features, nor had 
she lost any of the sharpness and incisive intel- 
ligence that had allowed her to both develop the 
first neural link and guide the Mothership through 
the trials it had undergone traveling to Hiigara. 

Yet Karan had withdrawn from any involvement 
in governance almost immediately after reaching 
Hiigara. While never detailing her reasons, she had 
made it clear that being connected to the core had 
changed the way in which she saw both the world 
and the stars. Already regarded as a savior, her 
distance from the public eye actually enhanced her 


status as an enigmatic messiah, and the cult of 
personality that had already begun to form around 
her was growing daily. Already various groups were 
offering insights into her every word, and icons 
depicting her embedded within the bridge of the 
Mothership were sold in every corner of Hiigara. 

The Care at Rest 

On the matter of the ancient core she offered a rare 
public opinion, outlining the matter in the simplest 
terms. The core, regardless of the power it offered, 
was best left as a publicly accessible monument to 
the trials and triumphs of the Hiigaran people and 
the mysteries that still remain to be resolved, rather 
than being pressed into active service. After all, 
while it would offer near limitless travel to the 
fleets of Hiigara, it was a freedom that would 
merely distract from the duties at hand. With the 
process of rebuilding still ongoing, the population 
of Hiigara was still only barely sufficient to protect 
the nearby sectors of space, let alone to travel 
across the galaxy in safety. 

Following her wishes, a museum was founded at 
Assaam Kiith'sid, also the home of the planetary 
government. Here the core and the history of its 
origins and meaning to the people of Hiigara were 
made available to any and all who cared to visit. 
For many, it was the first chance to see the 
instrument of their salvation, and also to reflect 
upon its role in their Exile. Also including the few 
artifacts brought with the Hiigarans from Kharak 
and many new discoveries unearthed upon 
Hiigara, the museum reflected the past, present, 
and future of the Hiigaran people. 



Fig. RC-OB. The museum ot Rssoom Hiith'sid. 
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Enemies Old hnd New 

So the reconstruction of Hiigara continued for a 
time. Yet the matter of the core was not settled. 
Rumors soon began to reach Hiigara of rising 
conflict in the Eastern Fringes, long a war-torn 
zone constantly harassed by forces from the Vaygr 
Reaches. However, the nature of the conflict had 
recently undergone dramatic change. Where 
previously small, disorganized raiding parties had 
launched guerilla raids upon the fringes, now they 
came with overwhelming force, pressing relent- 
lessly onwards. 

It would appear that a new warlord had taken 
control of the splintered Vaygr tribes and Taiidan 
remnants and united them beneath a single 
banner. Known only as Makaan, his advance could 



no longer be dismissed or ignored. What had been 
only a nuisance for hundreds of years had become 
something substantially different, a holy crusade 
with Hiigara as its destination. 

Analysis of Makaan's movements allowed but 
one conclusion. He was headed in the direction of 
Hiigara and along the way was gathering a fleet 
larger than any since the time of Exile. 

Furthermore, the manner and the speed with 
which his fleet was traveling had a chilling impli- 
cation. The Third Core, spoken of in prophecy and 
myth, had been found and was in his hands. 

The arrival of the Vaygr also frayed the Galactic 
Council, and the Vaygr incursions started a series 
of border clashes that quickly spread like wildfire. 
Within a few short years, the entire Inner Rim was 
at war. Many pleaded to the Bentusi to intervene, 
but they remained enigmatically distant. The fate 
of the Inner Rim was not theirs to decide. With war 
spreading and tension high, the Galactic Council 
fractured, and an institution that had survived for 
millennia collapsed. 


Sa juuk 


liJhile there is no uniuersal religion 
amongst the Hiigarans, almost all belieue 
that m some form or another, Sajuuk— the 
Great Maker, He UJhose Hand Shapes UJhat 
Is— shapes the paths of their destmp. 
Specifics uarp luildip from sect to sect. 
Some belieue Sajuuk is a benign god mho 
protected them in Exile and guided them 
to their home. Others uiem him as an 
uncaring deitp mhose actions folloiu their 
omn, inexplicable designs. 


His people worshipped him as the Sajuuk-Khar, 
the chosen one foretold by prophecy to lead his 
people to conquest and salvation. He had not only 
united the Vaygr, he had given them a cause, a 
dream, and a reason to fight. It quickly became 
clear that the Eastern Fringes, long a safe buffer 
against Vaygr incursions, would not hold for more 
than a few months, at most, against this newly 
organized horde. 
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M aka an and the 
Sajuuk-khar 

Under Makaan, the Vaygr were moving with 
unheard of strength, speed, and numbers. Planets 
fell before his forces and were stripped of every 
available resource and left barren. These resources 
simply acted to bolster the growing war fleet and 
carry Makaan to yet more triumphant victories. 

Like a wave of locusts, the forces of Makaan 
swept unstoppably forward, seemingly without any 


The Diamid attempted to persuade Karan to 
reconsider, explaining that there were many other 
people more capable, better trained, and 
possessed of the same neural link that had once 
made Karan unique. Hundreds of hyperspace- 
capable ships had been built since Karan led the 
first Mothership to Hiigara, and advances had 
been made in both technology and technique. 




goal but the destruction of all that lay before 
them. It was only by piecing together the reports 
of various individuals who had escaped their 
attacks that the matter finally became clear. 

Again the Diamid looked toward Karan for 
guidance, and this time her advice was to 
attempt the reactivation of the ancient core. 
However, if this was to take place she had a 
request. Again, she would be the one to join with 
the Core via her neural links. In her words, "/ did 
not lead my people to their home in order to allow 
their destruction now. If the call has come to 
defend Hiigara then I must do so. It is neither duty 
nor obligation that drives me; It is simply what 
must be." 


More importantly, Karan was of great importance 
to the people of Hiigara as both a focus of faith 
and as a figurehead. Yet Karan would not be 
swayed from her decision. If the core was to be 
reactivated and the fleet of Makaan held at bay, it 
would be her mind at the helm. Thus when the 
construction of the new Mothership, the Pride of 
Hiigara, was begun at Tanis, Karan was there to 
oversee the final elements and tests, along with 
the ancient core that was to be installed within it. 
Her mind was to guide it in the coming times, for 
she understood what the appearance of Makaan 
and his possession of the Third Core implied. 

The End Times had begun. 


180 


primagamGs ■ com 




Glossary 


ELaSSHRV 

Angels: Fighter pilot jargon for "vertical" 
distance to a target, above a pilot's horizon. 
The distance itself is expressed in terms of 
lOOO's of meters. A pilot referring to another 
craft 2.5 km above his horizon would say 
"angels twenty-five." Less specific terms 
include "angels low" (target is low on horizon) 
or "angels high" (target is directly above, or 
near-so). See also Devils. 

ATI: An abbreviation for Advanced Tactical 
Interface. This interface is used to control 
the ships in combat, display combat-relevant 
information, and provide order feedback while 
in the game. It shows the ship type, the battle 
ping indicators, battle momentum indicator, 
and so on. 

Devils: Fighter pilot jargon for "vertical" distance 
to a target that is below the pilot's horizon. 

The distance itself is expressed in terms of 
lOOO's of meters. A pilot referring to another 
craft 3.6 km below his horizon would say 
"devils thirty-six." See also Angels. 

Klik: Slang term for "kilometer." 

MBF: Main Battle Fleet. A fleet's largest coherent 
battle formation. An MBF typically includes 
most if not all Super-Capital Ships, a large 
contingent of Frigates, and multiple support 
wings of Corvettes and Strikecraft. It 
represents the fleet's core build potential and 
offensive power. 


O'clock: Fighter pilot jargon for relative heading 
of a target. An imaginary clock-face is super- 
imposed on the pilot's horizon, so that the 
1 2 o'clock position is at the front of the 
cockpit, and the 6 o'clock position is at the 
rear. Relative headings to a target are then 
"read" off the clock. A target directly to the 
right could then be said to be at "three 
o'clock." Relative vertical distance is expressed 
as Angels or Devils. 

Orbat: Abbreviation for "Order of Battle." An 
Order of Battle is defined as the array of ships 
and weapons potentially available to a Fleet 
Commander. 

Port: The left side of a ship, from the perspective 
of an officer aboard the ship's bridge looking 
forward. 

Starboard: The right side of a ship, from the 
perspective of an officer aboard the ship's 
bridge looking forward. 

TacSit: Abbreviation for Tactical Situation. There 
are several factors that determine how a fleet 
commander will approach a given combat 
scenario: the number and composition of 
friendly and hostile forces available in play; 
availability of resources; and the surrounding 
"terrain" (nebulas, dust clouds, and so on). 
These all combine to form a Tactical Situation. 

World-plane: The horizontal plane of the world 
where your ships are located. The light brown 
disk that appears when using the Sensors 
Manager indicates this plane. 
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Ability modules 

Hiigaran production modules, 62 
Vaygr modules, 67 
Ability upgrades 

Hiigaran ability upgrades, 63 
Vaygr upgrades, 70 
Advanced Research Modules, 51 
for cloaking, 42 

Advanced Selection commands, 164 
Advanced Tactical Interface (ATI), 44-45 
for movement, 46-47 
Aggressive tactics, 54 

in Angel Moon mission, 86 
Al, improvements to, 8 
Allies, 6 

in free-for-all games, 146 
Sobani as, 87 

Angel Moon mission, 85-88 
Angle of incidence, 46 
Anti-Capital Ships, docking and, 53 
Anti-Destroyer taskforce, 77 
Anti-Fighters 

control groups for, 78 
with Main Battle Fleet (MBF), 75 
at remote resource zones, 58 
rush tactics and, 80 
Anti-Strikecraft ability, 74 
Arbiter Cannons in Battlecruisers, 18 
Archer garrison in Cehanna mission, 97-98 
Artificial Intelligence (Al), improvements to, 8 
Ascension missions 

Balcora Cate mission, 128-130 
Balcora mission, 131-133 
Return to Hiigara mission, 134-137 
Assam Kiith'sid, 178 
Assault Craft 

control groups for, 79 
focused fire with, 79 
in multiplayer games, 140 
retiring, 74 

Vaygr Assault Craft, 25 
Assault Frigates, 7 

diagram for building, 39 
Vaygr Assault Frigates, 28 
Asteroids, 9. See also Resource Collectors 
harvesting, 9 

in Imposed Cosmos battlefield, 152 
in Silum Training Grounds battlefield, 1 54 
Atmospheric disturbances, 53 
Attack Drones in Dreadnaught Berth mission, 109 
Attack-Move command, 47-48 
Autoguns on Cunships, 13 


B 

Baker garrison in Cehanna mission, 97 
Balcora Cate, 116 
location of, 127 

Balcora Cate mission, 128-130 
consolidation in, 130 
defending Balcora Cate, 130 
Balcora mission, 131-133 
Base on maps, 149 
Battlecruisers, 10 

in Balcora Cate mission, 128 
in Balcora mission, 131-133 
diagram for building, 39 
Hiigaran Battlecruisers, 18 
in Hyperspace mode, 48 
in Imposed Cosmos battlefield, 152 
module hardpoints for, 51 
in Return to Hiigara mission, 134-137 
upgrades, Hiigaran, 65-66 
Vaygr Battlecruisers, 31 
disabling, 143 
in multiplayer games, 148 
Battle Momentum Indicator, 55 
Beam turrets in Battlecruisers, 18 
Bentusi 

counterattack by, 172 

explosion of, 121 

galactic conflict and, 168-169 

in The Keepers of Sajuuk mission, 1 1 8-1 1 9, 

119, 120 

mourning period of, 174 
trade routes, 167 
The Bentusi, 6 
Boarding parties, 41 
blue boarding progress bar, 90 
Bombers, 12 

Capital Ships' subsystems, disabling, 12 

complementary units to, 43 

control groups for, 79 

diagram for building, 38 

in fleet design, 42 

Hyperspace mode and, 48 

in multiplayer games, 138-139, 140-141 

Resource Collectors, taking out, 58 

resource operation attacks by, 58 

in Sacrifice mission, 122-124 

in Sarum Dust Clouds battlefield, 151 

in taskforce mission, 77 

in Terah battlefield, 150 

upgrades, Hiigaran, 64 

Vaygr Bombers, 25 
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Building, 9-10 

commands, list of, 165 
early game, priorities in, 79-80 
in Cehanna mission, 98 
midgame build priorities, 81-82 
in multiplayer games, 139 
priorities for, 79-82 
rush tactics, 79-80 
recommended orders for, 144-145 
Build Manager in rush tactic, 144 
Build menu, 50-52 

improved access to, 8 
Production Facilities, 51 
Build gueues, 50 

midgame strategies, 81-82 
in Progenitor Foundry mission, 107 
Queue menu and, 54 

rush tactics, recommended orders for, 144-145 


£ 


Camera 

commands, list of, 165 
improvements to, 9 
Capital Phalanx Strikegroup, 77 
in Cehanna mission, 96 
in Karos Graveyard mission, 100-101 
in Return to Hiigara mission, 134 
Capital Ship Facility in Balcora Cate mission, 129-130 
Capital Ships. See also subsystems; Super Capital Ships 
Bombers for disabling subsystems, 12 
in combined-arms formations, 1 1 
in Dante's Reguiem battlefield, 157 
decision to use, 57 

docking Strikecraft and Corvettes with, 53 
Guard mode for, 48 
Hiigaran Capital Ships, 17-20 
Lance Corvettes against, 74 
Launch menu for, 53 
Production Facilities for, 9 
Pulsar Cunships taking on, 13 
Resource Collectors repairing, 40 
in Return to Hiigara mission, 135 
subsystems of, 10 
Vaygr Capital Ships, 30-32 
in Counterattack mission, 116 
X formations for, 43 
Captured ships 

abilities of, 41 

scuttling prior to capture, 49 
Carriers 

in "Capital Phalanx" Strikegroup formation, 77 

in Counterattack mission, 1 1 5-1 1 6 

decision to use, 57 

in Gehenna Outskirts mission, 92 

Hiigaran Carriers, 18 

in Hostilities End battlefield, 161 


Carriers, continued 

in Imposed Cosmos battlefield, 152 
in Jadeth battlefield, 160 
in Kharam Wreck battlefield, 156 
module hardpoints for, 51 
raids on, 58 
recalling, 58 

remote resource zones with, 57-58 
Resource Drop Offs at, 56-58 
in Rings of Hraal battlefield, 155 
in taskforce mission, 77 
in Terah battlefield, 150 
upgrades 
Hiigaran, 64 
Vaygr, 71 

Vaygr Carriers, 30 
Chimera, defending, 83-84 
Cloak Generator, 51 
Cloaking, 42 

in Jadeth battlefield, 160 
in sneak attacks, 146-147 
Sphere of Effect icon for, 45 
Command Corvettes 

in multiplayer games, 147-148 
Vaygr Command Corvettes, 28 
Command keys, 164 
Complementary ship types, 43 
Contested locations on maps, 146 
Context-sensitive commands, 8 
Control groups, 78 

commands, list of, 164 
multiple control groups, assigning, 79 
Corvette Facilities 

in Angel Moon mission, 88 
early build priorities, 80 
in rush tactic, 144 
Corvettes 

in Balcora Cate mission, 128 
in combined-arms formations, 1 1 
docking for, 53 
Hiigaran Corvettes, 13-14 
Lance Fighters against, 74 
Production Facilities for, 9 
Quick Start strategies for, 10 
Resource Collectors repairing, 40 
in rush tactic, 144 
in Sacrifice mission, 122-124 
upgrades, Vaygr, 71 
Vaygr Corvettes, 26-28 
Counterattack mission, 1 1 2-1 1 6 
Counterfire, 74 

Crimson Bond battlefield, 153 
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Dante's Requiem battlefield, 157 
Defense Field Frigates 
abilities of, 41 
in Balcora mission, 131 
in Capital Phalanx Strikegroup formation, 77 
in Dreadnaught Berth mission, 109-1 1 1 
in Cehanna mission, 98 
Guard mode for, 48 
Fliigaran Defense Field Frigates, 16 
in The Keepers of Sajuuk mission, 1 1 7-1 1 8 
Defenses to rush tactics, 80 
Defensive tactical mode, 54 
Derelict mission, 83-85 
Destroyers 

anti-Destroyer taskforce, 77 
in Balcora Cate mission, 128 
in Balcora mission, 131-133 
in Crimson Bond battlefield, 153 
diagram for building, 39 
in Gehenna Outskirts mission, 93 
Hiigaran Destroyers, 17 
hull upgrades for, 52 

in The Keepers of Sajuuk mission, 1 1 7-1 1 8 
in Progenitor Foundry mission, 107 
in Return to Fliigara mission, 134-137 
in Sacrifice mission, 122-124 
subsystems, 17 
in Terah battlefield, 150 
upgrades, Fliigaran, 66 
Vaygr Destroyers, 31 
Diagrams, 37. See also Maps 
list of, 38-40 

ship relationship diagram legend, 39 
Diamid. See Galactic Council 
Directed Energy Weapons (DEWs), 14 
Distance gauge, 47 
Docking 

damaged ships, 85 
in multiplayer games, 140 
for taskforce mission, 77 
using docking option, 53 
Dreadnaught. See Progenitor Dreadnaught 
Dreadnaught Berth mission, 109-111 
towing the Dreadnaught, 110 
Drop-Off points, 56 
Dust clouds, 151 
Dust Wars, 6-7 


E 

Early game priorities, 79-81 
Eastern Fringes, 179 
Electromagnetic Pulse (EMP), 49 
on Keeper ships, 1 1 1 

in The Keepers of Sajuuk mission, 1 1 9-1 20 


Prima's Official Strategy Guide 


Electromagnetic Pulse, continued 
in Scouts, 1 1 
Scouts using, 141 
Elohim, Captain, 88-91 
End Time, 7 

Enemy Frigates, watching for, 44 
Enhanced Scout Sensors, 49 
Escorts, Flyperspace mode and, 48 
Events Display, 54 
Exiles, 166-167 
Expansion on maps, 149 

E 


Far Jumper, 168, 171 
Vaygr possessing, 7 

Feedback from Battle Momentum Indicator, 55 
Feint and jab raids, 143 
Fighter Facilities 

in Jadeth battlefield, 160 
Quick Start strategies for, 10 
Fighters 

in combined-arms formations, 1 1 
Flak Frigates, vulnerability of, 1 5 
loose formation for, 43 
Production Facilities for, 9 
retiring, 49 
upgrades, Vaygr, 71 
Fire-and-forget raids, 58-59 
Fire Control Towers, 51 

in Counterattack mission, 113 
Flagships 

Main Battle Fleet (MBF) protecting, 76 
module hardpoints for, 51 
Resource Drop Offs at, 56-58 
Sajuuk's Wrath, 170-171 
Vaygr Flagships, 32 
Flak Frigates 

in "Capital Phalanx" Strikegroup formation, 77 
Fliigaran Flak Frigates, 15 
in taskforce mission, 77 
upgrades, Fliigaran, 65 
Fleet design, 42. See also Formations 
complementary ship types, 43 
in multiplayer games, 142 
Focused fire 

caution on using, 79 
time for using, 78-79 
use of, 44 
Formations 

commands, list of, 165 
types of, 75-77 
Free-for-alls, 146 

Silum Training Grounds battlefield, 154 
Frigate Facilities as early build priority, 80 
Frigates 

in Balcora Cate mission, 128 

in "Capital Phalanx" Strikegroup formation, 77 
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Frigates, continued 

complementary units to, 43 
Electromagnetic Pulse (EMP) against, 49 
Hiigaran Frigates, 14-16 
hull upgrades for, 52 

Hyperspace Module Sphere of Effect and, 48 
in The Keepers of Sajuuk mission, 1 1 7-1 1 8 
Lance Corvettes against, 74 
Production Facilities for, 9 
Quick Start strategies for, 10 
in Return to Hiigara mission, 134-137 
in Sacrifice mission, 122-124 
in taskforce mission, 77 
in Terah battlefield, 150 
upgrades, Vaygr, 71 
Vaygr Frigates, 28-29 
wall formation for, 43 
Fundamentals of Homeworld2, 5-10 

E 

Galactic Council, 6-7, 167 

on defeat of Hiigara, 174 
Diamid, 171-172 
Karan S'Jet and, 180 
on exile of Hiigara, 176 
rise of, 169-170 
Vaygr and, 179 
Gauthier, Damon, 144-145 
Gehenna mission, 95-99 

alternate strategy in, 96 
Charlie garrison in, 96-97 
Gehenna Outskirts mission, 91-94 
Gravity Well Generators, 51 
in Jadeth battlefield, 160 
in midgame strategies, 82 
speed upgrades and, 53 
Gravity Wells, 173 

Hyperspace mode and, 48 
in Imposed Cosmos battlefield, 152 
in Jadeth battlefield, 160 
in sneak attacks, 147 

Great Gannon of Progenitor Dreadnaught, 120 

Great Wastelands, 170 

Green Battle Momentum Indicator, 55 

Guard command, 48 

Guard mode 

in Capital Phalanx Strikegroup formation, 77 
and Mobile Refineries, 48, 89 
for Resource Collectors, 89 
Cuidestone, 5, 176-177 
Cun Platforms 

diagram for building, 40 

for fire-and -forget raids, 58-59 

Hiigaran Cun Platforms, 23 

Infiltration Frigates, countering assaults by, 89 

upgrades, Hiigaran, 66 

Vaygr Cun Platforms, 35 


Cunships 

diagram for building, 38 
Hiigaran Cunships, 13 
in taskforce mission, 77 
upgrades, Hiigaran, 64 

u 

Harbor Ships, 168 
Hardpoints, modules built on, 51 
Harvester Icons, watching for, 44 
Health bar 

ship's health bar, 45 
for subsystems, 45 
Heavy Missile Frigates 

control groups for, 79 
in fleet design, 42 
in multiplayer games, 148 
Vaygr Heavy Missile Frigates, 29 
Heavy Missile Platforms, 36 
Hiigara 

allies of, 6 
exiles of, 5-10, 176 
fleet encyclopedia, 11-23 
history of, 166-180 
Inner Rim, attacks on, 7 
modules, 51 
Navy, 171 

Defense Field Frigates, 16 
new age of, 177-178 
orders of battle, 4 
reconstruction of, 179 
ship list for, 162 
technology, 59 
technology tree, 60-61 
History of Hiigara, 166-180 
Hostilities End battlefield, 161 
Hull Defense Guns 

of Mobile Refineries, 48, 57 
in rush tactic, 144 

Hulls 

scuttling a ship for costs, 49 
upgrades, 45, 53 
Hyperspace 

in Crimson Bond battlefield, 153 
gift of, 167-168 
Hiigaran research, 67 

in Jadeth battlefield, 160 
for Main Battle Fleet (MBF), 75 
sneak attacks in, 146-147 
in Terah battlefield, 150 
Hyperspace Gore 

fragments, retrieval of, 122-124 
second core, finding of, 170 
Hyperspace Cates, 33, 53 

in Counterattack mission, 114 
in Derelict mission, 84 
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Hyperspace Cates, continued 

in Gehenna Outskirts mission, 92 
in multiplayer games, 148 
Hyperspace Inhibitors 

in Gehenna Outskirts mission, 92, 93, 94 
trapper raids and, 143 
Hyperspace Module, 5, 48, 51 
costs of, 81 

in Jadeth battlefield, 160 
to second resource zones, 80 
in taskforce mission, 77 
trapper raids and, 143 


I 


Icons. See also Tactical icons 

Harvester Icons, watching for, 44 
Ship icons, 44 
Sphere of Effect icon for, 45 
Imposed Gosmos battlefield, 152 
Improved features, 8-9 
Infiltration Frigates 

after Electromagnetic Pulse (EMP), 141 
in close guarters, 45 
countering assaults by, 89 
Vaygr Infiltration Frigates, 29 
Infiltrator Pods, 29 
Inherent subsystems, 45 
Inner Rim, 5, 179 

Vaygr, invasion by, 6-7 
Integral subsystems for Gapital Ships, 10 
Intel Events in Progenitor Foundry mission, 104 
Interceptors 

aggressive tactics setting for, 86 
in Angel Moon mission, 86 
complementary units to, 43 
in Derelict mission, 84 
diagram for building, 38 
Hiigaran Interceptors, 12 
in Karos Graveyard mission, 100-101 
retiring, 74 

in Return to Hiigara mission, 136 
in Sacrifice mission, 122-124 
upgrades, Hiigaran, 64 
Ion Beam Platforms 

Hiigaran Ion Beam Platforms, 23 
upgrades, Hiigaran, 66 
Ion Gannon Frigates 

in Balcora Gate mission, 128 
diagram for building, 39 
in Gehenna mission, 98 
Hiigaran Gannon Frigates, 14 
in Karos Graveyard mission, 100-101 
upgrades, Hiigaran, 65 
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Ion Gannon Platforms 

diagram for building, 40 
for fire-and -forget raids, 58-59 
in taskforce mission, 77 
Ion clouds, 53 


j 

Jadeth battlefield, 160 

h 


Karan S'Jet, 6, 166-180 
Diamid and, 180 
Pride of Hiigara by, 20 
Vaygr, threat of, 7 
Karos Graveyard mission, 100-102 
Keepers. See Progenitor Keepers 
Keeper ships 

in Dreadnaught Berth mission, 109-1 1 1 
Electromagnetic Pulse (EMP) attacks on, 1 1 1 
The Keepers of Sajuuk mission, 1 1 7-121 
Kharak, 5 

firebombing of, 5-6 
life on, 176-177 
Kharam Wreck battlefield 
four-player game, 156 
two-player game, 159 
Kiith, 5 

meaning of, 177-178 


L 


Lance Gorvettes 

Gapital Ships, effectiveness against, 74 
Frigates, effectiveness against, 74 
Lance Fighters 

Gorvettes, action against, 74 
diagram for building, 40 
in multiplayer games, 147 
Vaygr Lance Fighters, 26 
Large map strategies, 146 
Laser Gorvettes 

diagram for building, 40 
Vaygr Laser Gorvettes, 26 
Latch points 

on maps, 149 

for Resource Go I lectors, 144 
Launch Manager in Karos Graveyard mission, 101 
Launch menu, 53 

Losing battles. See also Gaptured ships 
cloaking and, 42 
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4 # 

Main Battle Fleet (MBF), 75-76 
in Balcora Cate mission, 128 
in Gehenna mission, 98-99 
using, 75-76 

Makaan, 7, 177, 179. See also Sajuuk-Khar 
in Balcora mission, 131-133 
Flagship, 32 
last stand of, 132-133 
role of, 180 

Shipyard, destroying, 132 
in Thaddis Sabbah mission, 127 
Makaan's Flagship, 32 
Malketh LiirFIra-Kiith-Sa, 172 
Maps. See also Diagrams 

Crimson Bond battlefield, 153 
Dante's Reguiem battlefield, 157 
Hostilities End battlefield, 161 
Imposed Cosmos battlefield, 152 
Jadeth battlefield, 160 
Kharam Wreck battlefield, 156, 159 
large map strategies, 146 
legends, explanation of, 149 
Rings of Hraal battlefield, 155 
Sarum Dust Clouds battlefield, 151 
Shield battlefield, 158 
Silum Training Grounds battlefield, 154 
small map strategies, 146 
Terah battlefield, 150 
Marine Frigates 

after Electromagnetic Pulse (EMP), 141 
boarding parties and, 41 
in close guarters, 45 
in Gehenna mission, 96, 98 
in Gehenna Outskirts mission, 92, 93 
Hiigaran Marine Frigates, 16 
in Sarum mission, 91 
simultaneous attacks by, 91 
in Thaddis Sabbah mission, 126 
Midgame build priorities, 81-82 
Minefields, laying, 42 
Minelayers 

abilities of, 41-42 
in Balcora Cate mission, 129 
in Gehenna Outskirts mission, 92 
Hiigaran Minelayers, 14 
with resource denial tactic, 143 
Vaygr Minelayers, 27 
Missile Corvettes, 4 

Vaygr Missile Corvettes, 27 
Missile Platforms for fire-and-forget raids, 58-59 
Mobile Refineries 

decision to use, 57 
in Cehanna mission, 95-96 
guarding by, 48, 89 
Hiigaran Mobile Refiners, 22 


Mobile Refineries, continued 

in Hostilities End battlefield, 161 
in The Keepers of Sajuuk mission, 118-119 
Quick Start strategies for, 10 
raids on, 58 

Resource Drop Offs at, 56-58 
in Rings of Hraal battlefield, 155 
upgrades, Hiigaran, 66 
Vaygr Mobile Refiners, 35 
Modules, 51. See also specific types 
hardpoints for, 51 
Mothership, 5 

in Dante's Reguiem battlefield, 157 
Hiigaran Mothership, 19 
in Jadeth battlefield, 160 
in Kharam Wreck battlefield, 159 
Main Battle Fleet (MBF) protecting, 76 
module hardpoints for, 51 
Quick Start strategies for, 10 
Resource Drop Offs at, 56-58 
in Shield battlefield, 158 
in Thaddis Sabbah mission, 125 
upgrades 
Hiigaran, 64 
Vaygr, 71 

Movement, 46-47 
of camera, 9 
improvements to, 8 
waypoints, 47 
in Z-axis, 46 
Movement Manager, 8 
Movers. See also Progenitor Movers 

in Dreadnaught Berth mission, 109-1 1 1 
Multiplayer games. See also maps 

advantages of Vaygr fleet in, 147-148 

Battlecruisers in, 148 

Bombers in, 138-139, 140-141 

Command Corvettes in, 147-148 

Crimson Bond battlefield, 153 

Dante's Reguiem battlefield, 157 

feint and jab raids, 143 

fleet composition in, 142 

free-for-alls, 146 

Heavy Missile Frigates in, 148 

Hostilities End battlefield, 161 

Hyperspace Cates in, 148 

Imposed Cosmos battlefield, 152 

Jadeth battlefield, 160 

Kharam Wreck battlefield, 156, 159 

Lance Fighters in, 147 

large map strategies, 146 

opening moves in, 138-139 

Probe raids, 143 

raids in, 143 

retiring Fighters in, 49 

Rings of Hraal battlefield, 155 

salting the soil raids, 143 

Sarum Dust Clouds battlefield, 151 
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Multiplayer games, continued 
Scouts in, 141-142 
Shield battlefield, 158 
Silum Training Grounds battlefield, 154 
small map strategies, 146 
sneak attacks in, 146-147 
strategies in, 138-148 
Super Capital Ships in, 143 
tactics in, 139-142 
team strategies, 146 
Terah battlefield, 150 
trapper raids, 143 
upgrades in, 143, 146 
Multiple control groups, assigning, 79 


u 


Nabaal, 177 
Nabaal Shipyard 

in Counterattack mission, 114 
infiltrators at, 90 
loss of, 91 

protection of, 88-91 
repair of, 89 
Navy. See also Hiigara 
Taiidan Navy, 171 
Nebulas, 53 
Nemesis class, 74 
New features, 8-9 
Noncombatants 

Hiigaran noncombatants, 20-22 
Vaygr noncombatants, 33-35 


a 


Object Selector Discs, 8 
Oracle 

dig site, 99 

in Karos Graveyard mission, 100-102 
second jump, 101-102 
third station, 102 
Order commands, 164 
Outer Rim Trade Routes, 167 


E 


Passive tactics, 54 

in Gehenna Outskirts mission, 92 
Persistent fleet concept, 84 
Perspectives on movement, 46 
Phased Gannon Array in Counterattack mission, 
112-116 

Picket fleets at remote resource zones, 57-58 
Planetary Bombardment Missiles, 137 
Planet Killers, 136-137 
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Platform Control module, 51 
in rush tactic, 144 
Platforms 

early build priorities, 80 
Hiigaran Platforms, 23 
in Sarum mission, 89 
upgrades, Vaygr, 71 
Vaygr Platforms, 35-36 
Population caps, 52 

for Progenitor Movers, 104 
Pride of Hiigara, 19, 20 
Karan S'Jet and, 180 
shakedown trials, 83 

Primary Mission Vessels in fleet design, 42 
Priorities 

build priorities, 79-82 
midgame build priorities, 81-82 
Probe raids, 143 
Probes 

in Balcora Cate mission, 129-130 
in Counterattack mission, 113 
deploying, 76 

in early game strategy, 80-81 
Hiigaran Probes, 20 
in Imposed Cosmos battlefield, 152 
in multiplayer games, 139-140 
for Progenitor Movers, 104 
of radiation debris, 104 
in Rings of Hraal battlefield, 155 
in Sarum Dust Clouds battlefield, 151 
in Sarum mission, 90 
Vaygr Probes, 33 
Production Facilities 

Main Battle Fleet (MBF) protecting, 76 
reguirements for, 51 
retired ships, rebuilding, 74 
ship building at, 9-10 
Super Capital Ships and, 81 
Production modules 

Hiigaran production modules, 62 
Vaygr modules, 67 
Progenitor Dreadnaught 

in Balcora Cate mission, 128 
in Counterattack mission, 1 1 2-1 1 6 
Great Cannon, repairs on, 120 
Progenitor Foundry mission, 103-108 
Alpha taskforce in, 105-106 
counterattack in, 106 
Progenitor Keepers 

Bentus, explosion of, 121 
Electromagnetic Pulse (EMP) attacks, 119-120 
in The Keepers of Sajuuk mission, 1 1 7-121 
Progenitor Movers 

damaged Mover, removing, 102 
in Karos Graveyard mission, 100-102 
radiation-emitting debris, destroying, 103-108 
Progenitor Power Module, 1 1 1 
Prophecy of Three, 131-133 
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Proximity Sensors 

Hiigaran Sensors, 21 
in sneak attacks, 147 
Vaygr Sensors, 33 
Pulsar Corvettes 

diagram for building, 39 
in Dreadnaught Berth mission, 109-1 1 1 
effectiveness of, 74 
in Shield battlefield, 158 
Pulsar Cunships 

in Gehenna mission, 98 
Hiigaran Pulsar Cunships, 13 
upgrades, Hiigaran, 64-65 
Pulsar turrets, 13 

a 

Queue menu, 54 
Queues. See Build gueues 
Quick Start strategies, 10 

B 

Radiation-emitting debris 

in Progenitor Foundry mission, 103-108 
as RU source, 108 
in Sacrifice mission, 122-124 

Raids 

feint and jab raids, 143 
fire-and-forget raids, 58-59 
in multiplayer games, 143 
Probe raids, 143 
on Resource Collectors, 58 
resourcing, raid technigues and, 58-59 
salting the soil raids, 143 
trapper raids and, 143 
Turanic Raids, 7 
Rally object, 50 
Rally points 

for rush tactic, 144 
setting, 50 

Real time strategy (RTS) games, 4 
Rebuilding Hiigara, 167 
Red Battle Momentum Indicator, 55 
Remote resource zones, 57-58 
denial of, 58 
Repairs 

docking, repairs while, 53 
hull repairs, 45 

on Progenitor Dreadnaught, 113, 115 
Research 

commands, list of, 165 
Hiigaran research, 63 
on Resource Collector repair abilities, 40 
Vaygr research, 70 


Research menu, 8, 52-53 
hull upgrades, 53 
speed upgrades, 53 
weapons upgrades, 53 
Research modules, 51 

in Balcora Cate mission, 129-130 
Resource Collectors 

in Angel Moon mission, 86 
asteroids 

assignment of, 57 
harvesting, 9 

in Balcora Cate mission, 129 
in Balcora mission, 131 
in Counterattack mission, 114 
early game build priorities, 79 
Events Display for, 54 
Guard command with, 48 
guarding of, 89 

Hiigaran Resource Collectors, 22 

in Hostilities End battlefield, 161 

in Jadeth battlefield, 160 

in Karos Graveyard mission, 100-101 

in The Keepers of Sajuuk mission, 1 1 7-121 

Quick Start strategies for, 10 

radiation-emitting debris, collection of, 122-124 

raids on, 58 

at remote resource zones, 57-58 
repair abilities, 40 
Resource Drop Offs by, 56-58 

in Return to Hiigara mission, 134-135 
in rush tactic, 144 
in Sacrifice mission, 122-124 
statistics on, 56 
in taskforce mission, 77 
in Terah battlefield, 150 
in Thaddis Sabbah mission, 126 
upgrades, Hiigaran, 66 
using repair abilities, 40 
Vaygr Resource Collectors, 34 
Resource denial tactic, 58, 143 
Resource Drop Offs, 56-59 
Resource Units (RUs) 

from asteroid harvesting, 9 
retiring ships and, 48-49 
for Sensor ping, 49 

Resource zones. See also remote resource zones 
second resource zones, 80 
Resourcing, 4, 9. See also Resource Collectors 
in Balcora Cate mission, 129 
in Counterattack mission, 112 
in Dreadnaught Berth mission, 109 
in Karos Graveyard mission, 101 
managing resources, 59 
in Progenitor Foundry mission, 104 
Quick Start strategies for, 10 
raid technigues, 58-59 
remote resource zones, 57-58 
resource denial, 58, 153 
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Resourcing, continued 

salting the soil raids, 143 
in Thaddis Sabbah mission, 126 
typical operations, 56 
Retiring ships, 74 

command. Retire, 48-49 
population caps and, 52 
The Return, 5 

Return to Hiigara mission, 134-137 

Revenge of Riesstiu, 175 

Riesstiu IV the Second, 166-167, 175 

Right-clicking 

with Attack-Move command, 47 
menu, 8 

Rings of Hraal battlefield, 155 
Role-busting ships, 74 
Rush tactics, 79-80, 144 


s 


Sacrifice mission, 122-124 
Sajuuk, the Great Maker, 5, 177 
in Balcora mission, 131-133 
religion of, 179 

in Return to Hiigara mission, 134-137 
Sajuuk-Khar, 7, 133 
role of, 180 

Sajuuk's Wrath, 170-171, 177 

Salting the soil raids, 143 

Salvaging Hyperspace Core fragments, 124 

Sarum Dust Clouds battlefield, 151 

Sarum mission, 88-91 

Scouts 

in Balcora Cate mission, 129-130 
deploying, 76 

in early game strategy, 80-81 
Electromagnetic Pulse (EMP) and, 49, 141 
Hiigaran Scouts, 1 1 

in The Keepers of Sajuuk mission, 118, 119 
in multiplayer games, 141-142 
in Rings of Hraal battlefield, 155 
sensor ping for, 49 
Vaygr Scouts, 24 
on Waypoint patrols, 141 
Scuttling, 50 

Selection commands, 164 
Sensor modules 

Hiigaran production modules, 62 
Vaygr modules, 70 
Sensor pings, 49 

in multiplayer games, 146 
Sensors 

in Counterattack mission, 113 
Enhanced Scout Sensors, 49 
Sensors Distortion Probes 
Hiigaran Sensors, 21 
in multiplayer games, 141 
Vaygr Sensors Distortion Probes, 34 
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Sensors Manager, 55 
improvements to, 8 
for radiation debris, 105 
zooming out to, 95 
Shakedown trials, 83 
Shield battlefield, 158 
Shifting planes, 46 
Ship Command menu, 47-49 

Attack-Move command, 47-48 
Guard command, 48 
Hyperspace Module, 48 
Retire command, 48-49 
Ship icons, 44 

Shipyards. See also Nabaal Shipyard 
Battlecruisers built at, 10 
Hiigaran Shipyards, 19 
in Hostilities End battlefield, 161 
Makaan's Shipyard, destroying, 132 
module hardpoints for, 51 
positioning cues from, 47 
Production Facilities at, 9 
Resource Drop Offs at, 56-58 
upgrades 
Hiigaran, 66 
Vaygr, 71 

Vaygr Shipyards, 32 
in Balcora Cate mission, 129-130 
in Counterattack mission, 114 
in Sacrifice mission, 124 
upgrades, 71 
Short Jumps, 168 

Show all Build Facilities option, 50 
Siege of Hiigara 

Angel Moon mission, 85-88 
Derelict mission, 83-85 
Gehenna Outskirts mission, 91-94 
Silum Training Grounds battlefield, 154 
Single-player missions 

Counterattack mission, 1 1 2-1 1 6 
Dreadnaught Berth mission, 109-1 1 1 
Gehenna mission, 95-99 
Karos Graveyard mission, 100-102 
The Keepers of Sajuuk mission, 1 1 7-121 
Progenitor Foundry mission, 103-108 
Sacrifice mission, 122-124 
Thaddis Sabbah mission, 125-127 
Skirmish forces, 75 
Sleepers, 166 
Small map strategies, 146 
Sneak attacks in multiplayer games, 146-147 
Soban, Captain, 7, 177 
as ally, 87 

on Balcora Cate, 116 
in last missions, 133 

Thaddis Sabbah mission to rescue, 125-127 
Sobani, 7 

as allies, 87 

in Angel Moon mission, 87-88 
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Special Commands menu, 49-60 

Electromagnetic Pulse (EMP), 49 
Enhanced Scout Sensors, 49 
rally object, 50 
rally point, setting, 50 
scuttling, 50 
Speed upgrades, 53 
Sphere of Effects 

Fire Control Towers creating, 113 
for Hyperspace Module, 48 
icons, 45 

Sguadrons, Flak Frigates in, 15 
Stay Docked option, 53 

for taskforce mission, 77 
Strikecraft 

in Balcora Cate mission, 128 
cloaking and, 42 
in Counterattack mission, 1 1 5 
in Crimson Bond battlefield, 153 
docking for, 53 
early build priorities, 80 
early rush tactics, 80 
Electromagnetic Pulse (EMP) against, 49 
feint and jab raids, 143 
in Gehenna mission, 98 
Hiigaran Strikecraft, 11-12 
in Imposed Cosmos battlefield, 152 
in Kharam Wreck battlefield, 159 
in Progenitor Foundry mission, 107 
Resource Collectors repairing, 40 
in Return to Hiigara mission, 134-137 
in Rings of Hraal battlefield, 155 
in Shield battlefield, 158 
Stay Docked option with, 53 
Vaygr Strikecraft, 24-26 
Strikegroups, 43-44, 78 
control groups, 78 
Defense Field Frigates in, 41 
Flak Frigates in, 15 
focused fire by, 44, 78-79 
in Sacrifice mission, 123-124 
in Thaddis Sabbah mission, 125-127 
Subsystems, 17 

in Angel Moon mission, 87 
Bombers attacking, 12, 17 
of Capital Ships, 10 
health bar for, 45 
of Hiigaran Capital Ships, 17 
inherent subsystems, 45 
repair of, 40 

of Vaygr Capital Ships, 30 
Super Capital Ships 

arrangement of, 43 
complementary units to, 43 
costs of, 81 
hull upgrades for, 52 
Modules, building, 51 
in multiplayer games, 143 


Super Capital Ships, continued 
upgrades, Vaygr, 71 
Z-axis movement and, 46 
Support vessels in fleet design, 42 
System commands, list of, 165 


I 


Tactical icons, 44 

Sensors Manager view of, 55 
Tactics. See also Aggressive tactics 
commands, list of, 165 
defensive tactical mode, 54 
menu, 54 

rush tactics, 79-80, 144 
Taiidan Empire, 5 

demands of, 175 

Elite Guard, 171 

in Galactic Council, 169-170 

Navy, 171 

rebels, 7 

Riesstiu IV the Second and, 166-167, 175 
Tanis Base, 83-84 

in Derelict mission, 84 
Tanis Derelict, 20 
Taskbar commands, list of, 165 
Taskforces, 75 

anti-Destroyer taskforce, 77 
in Balcora Cate mission, 128 
example mission, 77 
risk, reduction of, 77 
trapper raids, 143 
using, 76-77 
Team strategies, 146 
Technology 

advancement in, 4 
Hiigaran technology, 59, 62 
minimizing costs of, 59 
Vaygr technology, 59, 67 
Terah battlefield, 150 
Thaddis Sabbah Command Station, 127 
Thaddis Sabbah mission, 125-127 
Third Core, 7 
3D engine, 4 

3D space in sneak attacks, 146-147 
The Tobar, 7 
Torpedo Frigates 

diagram for building, 39 
in Dreadnaught Berth mission, 109-1 1 1 
in Gehenna mission, 98 
Hiigaran Torpedo Frigates, 15 
in Karos Graveyard mission, 100-101 
upgrades, Hiigaran, 65 
Transports in Angel Moon mission, 85-88 
Trapper raids, 143 

Triggers in Progenitor Power Modules, 1 1 1 
Turanic Raids, 7 
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Turtle tactic, 144 
Two-dimensional planes, 46 
movement on, 46 
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Waypoints, 47 

controlling fleet movement with, 95 
in Gehenna mission, 97 
Scouts on Waypoint patrols, 141 
Weapons upgrades, 53 
Winning tactics, 73 
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Y-axis movement, 46 
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